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Weapons 
& Items 


Pistols 


A close-range weapon with unlimited ammo. 
Use the Pistols when you’re trying to save 
ammo from your other guns. 


Shotgun 


An all-around favorite of Tomb Raider fans 
everywhere, the Shotgun delivers a powerful, 
short-ranged punch. 


Desert Eagle 


New to Tomb Raider 3, the Desert Eagle is simi- 
lar to the handgun but has more power. 


Uzis 


Difficult-to-find, but the Uzi is well worth it. The 
Uzi’s multiple bullet blast shoots fast and hard. 


MP5 


More powerful than the Uzi, the MP5’s wide 
spread attack is formidable to say the least. 
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Rocket Launcher 


A powerful weapon to use against targets at a 
distance, but useless in close-quarters fights. If 
you do, you’ll take damage too! 


Grenade Launcher 


Although it’s difficult to control where the 
grenade will land, this weapon is very useful for 
taking out enemies. 


Harpoon Gun 


This is the only underwater assault weapon. The 
Harpoon Gun’s effectiveness against water crea- 
tures is your only defense in watery battles. 


Flare 


A traveler’s favorite. Always illuminate darkened 
areas with a Flare before proceeding. 


Large Medipack 


The Large Medipack completely refills Lara’s 
health meter. 


Small Medipack 


The smaller version of the Large Medipack, the 
Small Medipack refills Lara’s health meter 
halfway. 


Bestiary 


Wasps 

You can take out these annoying adversaries with 
two shots from your Desert Eagles. These beasts 
can sting, however, they don’t inject any poison. 
Wasps can even attack underwater! 


Bengal Tigers 

Don’t let these big cats surround you. Try to 
eliminate them from a distance with your 
Shotgun. 


Cobras 

Beware of the Cobras in rocky areas. They will lie 
in wait for someone to pull up onto an area, and 
then they strike. Also, watch out for snake pits! 


Compys 
When the multiple Compys scatter and regroup, 
watch out! They can be deadly in small groups! 


Crocodiles 

Crocodiles stay in the water, which make them 
difficult to attack. While in the water with them, 
the Harpoon Gun is your only option. It’s best to 
avoid croc-filled waters. 


Guard Dogs 

These dogs are not your typical house pets. A 
few well-placed slugs will eliminate these ene- 
mies. 


Macack Monkeys 

These bad guys attack in packs, plus they are 
smart enough to disperse when you fire shots, 
and then return to get you. Macack Monkeys also 
have the ability to take away your weapons, so 
watch your back! 
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Piranhas 

Obviously, the Piranhas live in the water and swim 
in schools. These sharp toothed creatures go crazy 
when they see a victim coming closer for the kill; 
you can lose a lot of health sticking around them! 


Scavenging Vultures 

These aerial attackers usually travel in pairs to 
scavenge for food, so watch out from above! They 
like to dive down and peck on you, however, you 
won't lose a lot of health. You can pluck them out 
of the sky with a few shots from your Pistols. 


T-Rex 

An old favorite of Tomb Raider, the T-Rex pays a 
return visit. Use your heaviest artillery against 
this hulking reptile. 


Raptors 
The Raptors are the smartest dinos you'll 
encounter. They always attack in pairs, and they 
will retreat when shots are fired. When they 
regroup, they will strategically try to get you cor- 
nered and go for the kill. The Shotgun works best 
against these reptiles. 


Komodo Dragons 

Komodo Dragons are slow creatures, but they do 
expel poisonous gases against their attackers. 
You’ll need to use your Medi Pack to cure the 
poison, and then take them out with your 
Shotgun. 


Mutants 

Keep your distance from these half-man, half-seal 
creatures. If they hit you with their yellow bile, 
you’ll get poisoned. 


Finally, we cannot forget our long, but not distin- 
guished, list of thugs, hitmen, mercenaries, 
snipers, mad scientists and all-around bad guys. 
Blast these all-too-human enemies with whatev- 
er weapon is available. 


Slide down the hill, avoiding the two 
sets of spikes by jumping. When you 
come to a stop at the bottom of the 
slope, head down the cliff side in front 
of a tree. 


The area to the left side of the tree 
only contains a Save Game crystal. 
There are others, so it isn’t necessary 
to bother with it. 


those clever enough to reach the ledge. 
Notice the Monkey in the distance. 


The Monkey 
won’t attack 
unless you shoot 
at it. In this case, 
you may want to, 
simply because 
it’s running off 
with a small 
Medipacte t If you kill the Monkey you can 
retrieve the stolen item. 


Head straight and follow the Monkey 
through the crack in the hillside. Follow 
the path to the right and pull the lever 
to open the door beneath the tree near 
the start. Head back there and enter 
the now open door. 


Hop down into the room, pull the lever 
on the wall. Quickly dive, roll, and jump 
into the window directly behind you to 
avoid the oncoming spike wall. 


Once the wall passes, hop back down into 
the room, and you’ll notice a new opening 
in the wall where the spiked wall was. 
Clever, eh? Climb up to the opening and 
then use the rope and pulley to cross the 
water. 


WARNING: If you accidentally-miss the rope and 
pulley, you'll have to go hack and throw the switch 
to reopen the spiked wall room. if you fall off of the 
rope and pulley, landing in-the water below, the 
strong current will pull’ yewinto a small cave. 
There’s an opening there you can navigate to dry 
land, but you'll need to be fast, or you'll drown. 


At the other end, climb up the tree 
stump at the end of the pulley and 
jump across, onto the tree trunk 
directly ahead. Jump down and as you 
walk into the next open area, prepare 
for feline carnage. You’ll fight a single 
Tiger. 


After dusting off the Tiger, proceed 
straight and to the left. You'll see a 
bright patch of light shining through 
the trees above. Stop on the light spot, 
turn to the left, and you’ll see an open- 
ing in a large hollowed tree. Go to it. 
Pull the lever inside the tree and then 
watch out for a rolling boulder coming 
from Lara’s right (or directly into the 
screen if you’re facing the lever). 


Mm Avoid the boulder 
| and head toward 
| the area from 
where it came.An 
opening to the left 
| with a lever inside 
3 | is your next stop. 
Pull the lever and head out of the room 
and to the left, through the gate you just 
opened with the lever. 


Get ready for another Tiger tussle as soon 
as you step through the gate and at the 
end of the path ahead. A few dots to the 
head ought to do it. On the right of that 
narrow path is a waist-high ledge—in the 
corner you can load up on a handful of 
Shotgun Shells. Now, follow the path to 
the right through a large open area, past 
the foggy pit (which you’ll want to avoid), 
until you come to a large tree on its side. 


You’ll see an 
unreachable Save 
Game crystal to the | 
right. Now crouch 
and then crawl 
underneath the tree _ 
and head around to © 
its base. You'll see a 
large fallen tree, and at the far side, the 
Save Game Crystal. Get that first, then 
head up the tree branch.Arm yourself, walk 
slowly up the tree, and then blast the hun- 
gry Tiger with a mouthful of lead. Jump to 
the branch on the left for more shells. 
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Continue up the 
top side of the 
tree. Hop down 
onto the bricks 
on the right 
below. Go to the 
far left end. 
Head through the opening in the wall 
and follow the path around to the deadly 
spiked floor. Hold the walk button, walk 
down into the spikes, and to the opposite 
end of the spiked floor, and feel no pain. 


At the end, walk diagonally to the plat- 
form to the right. While on the new 
ledge, approach its edge. Perform a 
standing jump, grab, and pull yourself 
up onto the higher ledge. There’s a 
Medipck on the floor. 


Now face the wall. Jump up and grab 
onto the crack in it. Shimmy over to 
the left and pull yourself up when you 
get to a wide enough opening. Hop up 
onto the small ledge and into the dark 
wall doorway. There are no dangerous 
creatures in there. Take eight steps (or 
until you get to the end) and take a 
left, where you’ll see a lighted tunnel. 
Head into it and prepare yourself f 


before pulling the switch. When you do, 
a huge boulder will come crashing 
down. This is a good place to save. First 
light up a flare, and after pulling the 
switch, turn around and use the dash 
button. Run back to the doorway and 
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wait until the boulder passes. You should 
hear the sounds of a Tiger below. 


| Now, step out of 
| the dark hallway, 
| and head back 

| down to where 
== you jumped up 
BS to grab the 

| crack in the wall. 
Jump backward 
and grab onto the ledge. Head right, 
and climb onto a small, flat space. You 
should now be facing the previous area 
with the giant fallen tree. Jump over the 
wall and back into the bricks. 


You should be in the area with the large 
tree on its side, protected from the 
Tiger. Walk to the square holes in the 
ground. Stand directly in front of the 
hole, in front of the tree end. Perform a 
standing jump, grab onto the tree edge, 
and climb into the tree for two MP5 
clips and a pack of Flares. Climb back 
out, drop through the square holes to 
the level below, and whip out your guns 
to fight off the oncoming Tiger. Do a 
standing jump out of the spikes, and 
head down the hill to the newly opened 
gate. 


Head through the gate until you see a 
brighter area to the left. Head into the 
light area, then slowly up the hill, toward 
the large, open area, and stop as soon as 
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the screen 
starts to shake. 
A few boulders 
will roll down 
the hillside. 
Head past them | te 
to the stream. 
Hop into the 
water and swim toward the right, along 
the waterway. 


In the corner is an underwater passage 
with a strong current. Keep heading 
straight when the waterway opens up, 
and surface on the bridge in the middle 
of the room. Pull the levers on both sides 
of the bridge to open the gate to the 
next room and a door in the next room. 
Follow the channel to the second. You 
should appear in a large room with a 
platform in the center. Hop up, out of the 
water and onto it for Flares. Go through 
the doorway you opened with the lever 
in the other room, and pull the lever at 
the end of the hall to fill the area out- 
side with water. 


Jump out of the water and go through 
the door marked by two red torches, 
and follow the hallway to the large out- 
door area filled with water. Hop into 
the water and swim forward. You 
should find an area to the left to hop 
out of the water, just below the water- 
fall. 
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| Head straight 

| back underneath 

| the water and 

| climb up the lad- 

| der. At the top, 

‘E walk out onto the 
Ems ledge and to the 

right. Pull yourself 

up onto the ledge ahead. Turn all the way 

around and pull off a running jump to the 

ledge ahead. Head into the doorway to the 

left and pull the lever to open a gate at the 

bottom of the pool below. 


Hop down into the water (obviously avoid- 
ing land), cross directly to the opposite side 
and through the newly opened underwater 
gate. Follow the underwater passage until 
you can surface. At Tiger awaits you, so get 
ready to pump him up! The two side 
rooms hold Shotgun Shells and two MP5 
clips. Now climb up the ladder and grab 
the oddly shaped “Indra Key” on the 
ground at the top of the ladder. 


At the top, you’ll find an opening in the 
walls to exit through. Don’t drop down into 
the area below just yet. Take out the Tiger 
waiting for you first, and then drop down. If 
you look to the left, you’ll see you’re at the 
beginning again—but on the far side. Don’t 
cross over, it is much too deep (i.e. you'll 
drown).Walk through the knee-high water 
to the nearby doorway and step up onto 
the bricks. Use the Indra Key to open the 
gate. Go through the gate to end the level. 
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NDIA 
Temple 
Ruins 


In this level, you're immediately 
engrossed in a forest of massive trees, 
whose trunks seem twice the size of 
ordinary trees. You can climb into them 
later. There is much to see, but like so 
many Tomb Raider games, very little to 
find. Aim through the hollow tree to 
your right and walk slowly forward, as 
two Cobras stick up their bobbing 
heads. 


The Cobras are easy to dispose of 
from a short distance. They form a line 
to the right, and they're protecting an 
underground cavern with a much larg- 
er Cobra in it. Prior to climbing up the 
first two green mounds in the corner, 
pull the lever, and then drop down into 
the cavern. 


Inside, you can go right or left. Take the 
right passage first to kill the Cobra, 
along with the two Monkeys that you’ll 
find in the following rooms. 
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| Climb back out of 
the cavern and 

| you’ll be close to 

| a giant pool of 

| water. Use the 

| highest part of 

i the right side of 
the large tree sto do a running jump, and 
grab onto the island in the middle of 
the water. Pull yourself up and grab the 
Medipack on the floor. Now watch the 
school of Piranhas and time a running 
jump to the small ledges just below the 
water surface, directly ahead of you. 
Quickly get to the highest ledge to 
avoid getting bit by the Piranhas. In the 
right corner is a lever. 


Pull down the 
lever, and then 
walk along the 
brown path to the 
middle. Jump into | 
the water 
between the two 
ledges and quickly 
go through the newly opened underwa- 
ter gate. 


Follow the underwater tunnel to its 
end. Climb out into a huge, ancient 
area. Two monkeys will greet you, and 
they’re itching to scratch you to death. 
Kill them. Unlike the first level, Monkeys 
will now attack unprovoked. 
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Run to the far side of the crumbled 
brown hillside. 


= Maneuver your 
way up the path 
behind the block 
se higher up the 
k hillside. Halfway 
to the top, hop 
onto the white 
~ stone terrace 
above, where two Monkeys await. 
Follow the terrace to the right, where 
an entrance beckons you. Step in 
armed, and knock off a Monkey around 
the first corner. At the end of the pas- 
sage is the starting area, but you're 
currently on the opposite side of the 
river, and up top. Don’t fall into the 
water below, because the water’s cur- 
rent is too strong and will push you 
back to the unexplored early Cobra 
path. Grab the Save Game crystal in 
front of you and proceed to the edge. 


Turn to face the wide, flat branch, 
which is at a 45-degree angle to your 
left. 


It's wise to look 
around for a 
smattering of 
items among the 
treetops, but 


don't fall down! From the stone ledge, 
perform a forward jump to the tree 
branch, and walk over to the large, verti- 
cal wall. Do a running jump and grab 
onto the ledge against the wall. Pull up 
and jump to the ledge behind the water- 
fall. Use the passage to go behind the 
tree, and come out on the other side. On 
the other side of the tree, hop down 
backwards into the waterfall area, and as 
you’re sliding backward, grab onto the 
ledge. Shimmy over to the right and pull 
yourself up after you’re past the water- 
fall. Crawl to the right, stand up, and 
jump to the ledge on the right. Now 
jump diagonally to the right again, but be 
ready for a Monkey. 


On your left is a low passage. Crouch 
down, staying to => 
the left. Stand up in $ 
the left-hand cor- ©}, Sui} 
ner and walk slowly |," 3" 
toward the slope 
until you hear a 

Snake, and then fill 
it with lead. 


Now follow the path—you'll slide to the 
bottom. In the next room to your left, a 
large Cobra will try to fill you with 
venom. Slowly walk into doorway of that 
room and let your auto-aim do the rest. 
Continue down the passage and to the 
right, slide down the slope on the right 
side to avoid the oncoming boulder. 
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You'll now appear in a very green 
arena with a six-armed statue. It won't 
do anything—at least not yet. To the 
statue's left is a brown, moveable block 
and a narrow entrance behind it. 


Pull the stone back, walk around to the 
other side, and crawl in. The statue will 
shut you in from behind, so get a move 
on, partner. 


As soon as you step about five feet into 
the new, large room another statue will 
animate. 


This is the first 
boss. Defeat him 
by running circles 
around him and 
shooting him 
when he’s not 
using his swords 
as a shield. Run 
to the right and jump up onto the 
ledge. Grab the Save Game crystal and 
pull down each of the levers (a door on 
the far left will open) while you are 
there. 


Here's where the 
new Tomb Raider 
begins. In this 
room you must 
take two pas- 
sages, but you 
get to choose 
which one and when. It doesn't matter 
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which you choose at this point, but 
either way, it's a good idea to save here. 
The object in either route is to locate a 
key. By finding both, you'll access the 
center door in that large room. 


Let’s look at the right passage first. To 
access it, walk from your perch to the 
far right side of the room. You’ll see a 
hole in the ground. Fall down into this 
small room in front of the closed cage 
door and pull the lever inside. Climb out 
and walk into the passage. The door will 
close behind you. You'll encounter a 
sludgy path, and it appears that you may 
drown at first, but you won't. Stay to the 
left side, and you'll go under for a cou- 
ple of seconds, but then you'll pop back 
up just as you think you'll run out of 
breath. Stay cool. This may take a few 
tries. 


m At the end of the 
sludge, climb out 
| of the mud, jump 
| to the second 
_ tier of the dirt 
hill, and turn 
- around so you’re 
facing the quick- 
sand. In front of you is a ledge. You'll 
need to perform a short, running jump 
to it, and then climb up. 
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In the new hallway, kill the oncoming 
Monkey. Little pests should be locked up 
in the zoo. Turn the corner and press the 
lever to open the next room. You'll hear 
a swinging blade—and then you'll see it. 
Run jump over it, and then run out of 
that hallway into the next open room. 
Kill two more pesky Monkeys. In front of 
you is a cage filled with water, and a 
medium-size room. You need to do two 
things in here: locate a moveable block 
and press two levers. On the opposite 
side of the entrance is that lever. Pull it 
to open a trap door on the ceiling. 
Facing the lever, sidestep to your left 
and walk forward to a moveable block. 
Pull it backward one square and then 
move to its left side. Push it forward 
about three to four squares, jump on top 
of it, and perform a forward-jump onto 
the center ledge. 


Walk around the ledge until it stops 
and look ahead and above. Forward 
jump, grab onto the opening, and climb 
up into it. Press the lever in the open- 
ing, and then carefully climb out. The 
scene will show a brand new room with 
a Save Game crystal and water. Move 
the large block back where it came 
from, and then one square forward. 
Then jump up and onto the center 
ledge, and hop into the water. 
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Pull back the lever to open the next 
underwater gate. Surface, take a deep 
breath, and then swim until you reach 
an open underwater room. On each side 
is a lever. Pull back each one and then 
swim halfway back until you reach a 
new opening. Climb out into a huge, 
blue room that's soon to be lit with fire 
and magic. This may take a few tries. 


Approach the water and dive in. Three 
levers can be reached. Hit the side 
levers to switch on the flames and the 
middle one to open an underwater 
gateway. On the far side is the new 
opening. Swim through it quickly—it's 
on a timer. Grab a Medipack, Flare and 
Shells at its left end. Use the Flares if 
it's too dark. 


After swimming out, paddle back to the 
side from where you started. Face the 
water and sidestep to the left. The fire 
illuminates floating, invisible blocks that 
will lead you to the far ledge. Forward 
jump and climb up the first block, and 
then forward jump to the next one, 
staying to the left side of the blocks and 
flames from the right. Jump onto the 
next ledge, pull the lever, and then 
quickly jump down to the left side and 
run through the far left door before it 
closes. It will shut behind you. Walk to 
the right, press the lever, and then run 
to the other side. Go to the far left cor- 
ner and pick up the Door Key. Now walk 
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back to the opening, which has reopened, 
and wait there until the moving, spiked 
door passes you by.Aim back to the area 
where the lever was, and pick up Flares 
and other goodies. Leave the room. 


A good deal has changed since you left. 
The watery area is now filled with 
mud. Facing it, walk to the left side, 
and slowly walk underneath the flam- 
ing lion columns to avoid falling debris. 
Climb up the sludge at the far left side, 
traverse to the right, and jump into a 
new cavern in the right wall. Follow the 
path until it T-bones. Slowly walk over 
and pick up the Medipack on the left, 
and notice the giant boulder at the end 
of hallway. To trigger it, walk up the 
path about five steps. Slowly walk up 
backward, and then as soon as you 
hear the boulder, run forward and hit 
the dash button. Swing left into the 
hallway. This is a challenging area, so it 
may be wise to save beforehand. 


Follow this next path until you reach a 
double doorway. Both passages lead to 
the same place. Take the right path 
because you'll only need to end the life 
of one Monkey, instead of facing a giant 
scythe and a rolling boulder. Press the 
lever at the end, and then follow the 
next hallway to the left, where you'll 
carefully climb back down into the first 
boss's room. 
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It's now time to take the left passage- 
way to the second Key. 


In this next passageway, take the path into 
a room with a large empty pool at its cen- 
ter. You'll encounter two very un-neigh- 
borly Monkeys, and you'll be forced to end 
their terrible, little lives within seconds. 
Don't even try pulling on the lever in the 
pool. It won't open until it's full of water, 
which comes later. 


The next room is filled with a watery 
passageway and fire—lots of fire. 


į Time your 
| descent into the 
| pool (after the 
| fire breathing 
| dies down), and 
| stay away from 
the lower center, 
where poison 
darts shoot by every second. At the 
water's surface, paddle to the opposite 
side. You must time your ascent perfect- 
ly due to the fire. As soon as the fire 
starts to subside, climb up, pull the 
lever, and then immediately jump back 
into the water. Don't be surprised if you 
get a little torched. Luckily, the water 
will cool you off if you time this right. 
The lever opens up a gate below you. 
Swim to the bottom and stay low and 
to the right. Paddle quickly until you 
reach the next cavern. As soon as you 
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do, giant debris will descend upon you, 
so quickly veer right. Climb up the sin- 
gle green path and take a look around. 
You're in a jumping/ledge area that will 
drive you nuts. 


Dive underwater, 
staying away 
from the lower 
center, and 
locate the dart 
origin for safe- 
keeping. Paddle 
on the surface to 
the opposite side, and then hop onto 
the only other landing. Jump up and 
then cling to the climbing wall, and 
then somersault backward to the first 
landing. Do a running diagonal jump to 
the ledge to your left, and hop onto the 
ledge if front of you. Turn around, and 
then forward jump and cling to the 
ledge ahead of you. 


Climb up, and then angle yourself so 
that your back is again at a 45-degree 
angle, facing toward the left, for anoth- 
er running jump. You should be 
extremely high up in the air right now. 
From your new platform (directly 
above the first climbing area), you can 
see a ledge ahead of you with a giant 
Cobra on it, a small opening beneath 
it, and another opening on the far side. 
If you have the weaponry to do it, kill 
the Cobra from your perch right now. 
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Perform a running jump to the Cobra’s 
ledge, and then perform a forward jump 
at a 45-degree angle to the next ledge, 
which leads to the opening with the 
giant scissor sounds. To keep your frus- 
tration at a minimum, it's important to 
save around the top here. When you 
reach the opening, a boulder quickly 
rolls out to squish you, and there are 
two rows of poison darts, so get ready. 
Get to the far right of that ledge, per- 
form a forward jump, and grab onto the 
ledge. Quickly run and jump to the 
right, avoiding the boulder and darts. 


eS = Hop over the 
next set of darts 
ett and use good 
3 os | timing to avoid 
ar. the scissors 


_ you do it right, 
~ you'll still be on 
this side of a medium gully. Turn left, 
and at the corner, pick up a small 
Medipack. 


Remember that opening outside, under- 
neath the Cobra? Here's how to get 
there. For Flares and ammo, drop down 
into the gully on either of the far sides, 
avoiding the stakes, of course, and drop 
down into the small crawl space. If you 
do this, you'll have to start from the 
water again. Walk along until you reach 
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the big opening, do battle with an enor- 
mous Cobra, and then grab the power- 
ups. Jump back down into water, and 
then climb back up to the top. 


Instead of jumping into the gully this 
time, jump across. You'll encounter a 
strange area with about 10 moving 
blocks to your far right. With your back 
to the gully, push the stone in the cor- 
ner inward. Turn clockwise 45 degrees, 
and then push the stone on your right 
until it stops. You can now see the new 
passageway. Wait to explore that later. 


Start moving the other blocks around. 
Halfway through them is a lever that 
you must pull. 


A cut-scene shows a new opening. After 
finding the lever, stay away from it 
because it will spring back up. Now 
move a few stone blocks and go into the 
new passageway that you discovered. It's 
narrow and it descends into a hallway. 
You can see two boulders in front and 
above you, waiting to smash you. Here's 
your plan: Run down the hallway, then 
hit dash, and then, as soon as you see a 
gully, release the dash button and per- 
form a running jump over it. The boul- 
ders will fall inside, and you'll be safe. At 
the end is a drop area, and you'll need 
to drop down on the far right. On the 
left is a deadly stake trap. 


TEMPLE RUINS 
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Having dropped down into the water, 
you realize two things: you're back in 
the range of those underwater poison 
darts, and you aren't sure if you're fin- 
ished because you don't have a key. 
Swim back to the fiery area in the 
direction of the darts, and then hoist 
yourself up, timing your ascent through 
the fire, until you're back in the room 
where you first killed those meddle- 
some Monkeys. 


The empty pool is now full. jump in and 
pull the lever, and then enter the gate. 
At its end is the other Key. Now return 
to the main room and put your Keys 
into the two square keyholes at the cen- 
tral gateway. 


Before entering, save your game if you 
can. As soon as you enter, the doors will 
shut and you'll need to move quickly. 
Jump forward to the wall, and then 
jump up, grabbing the climbable wall in 
front of you. 


The camera angle will change, and a 
spiked trap slowly descends upon you. 
Almost every time you try this, you will 
take some damage, but if you’re super 
quick, you'll make it and have some 
health left. Quickly arm yourself and 
knock the next two Monkeys into 
oblivion. 
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Go the right in this new giant room. 
Facing the new gate, walk right and then 
find a moveable stone. Pull it out, climb on 
top, perform a forward jump, and grab 
onto the far ledge. Climb up, pull the first 
lever, and make your way to the other 
side, jumping over the middle section. 
Then pull the second lever. You can also 


grab the floating Save Game crystal there. 


Boulders are waiting for you to cross in 
front of the door, so just run quickly in 
front of them and wait on the other side 
after they pass. Now pass through the 
gates, staying close to the middle. The 
gates will close behind you. 


Fire-breathing Lions attack from each 
side, and you'll need to pick a side. With 
the gate to your back, face to the right 
side, and time a dash with the flames so 
that you pass by the Lions.As soon as the 
fire starts to fade, dash forward and pass 
the Lions. It's possible, but if you catch on 
fire, run into the new area, and swing left 
so you can jump into a small pool of 
water. 


Upon entering this huge new room, you'll 
encounter two bosses, each at separate 
times. The first is on the left. If you're low 
on ammo, run to the far side of the room 
and onto the winding staircases, where 
you'll find some Shells. Stay on the stairs 
to keep from getting hit by this six-armed 
boss. 


29 


kic] 
= 
Z 
> 
oc 
— 
= 
Da 
= 
a 
= 


Finish him off with about I5 gunshot shells, 
or two rockets. Then go pick up the single 
sword it leaves behind. The next statue on 
other side of the room is animated when 
you climb up onto the centerpiece above 
the water pool. Perform the same act of 
kindness on him as you did unto the first 
boss. Collect its sword after it is defeated. 
Now climb the central mantle again and 
put the swords into the unanimated stat- 
ue's hands, which will open up the gate at 
the far side. Go through the gate, to the 
left, pull up, crawl through the opening, and 
back down into the next room. Grab the 
two Keys below the floating bodies in the 
next room and take out the statue. Now 
light a flare and go through the gate against 
the wall. Quickly pull the lever on the right, 
near the trap door in the floor, and then 
quickly pull the lever on the opposite side 
of the room and jump down into the trap- 
door. Grab the Key off the floor and pull 
yourself out of the hole. Now go through 
the big opening into the next open room 
with the three locks. Jump down into the 
hole in the floor opposite the three locks 
on the wall. Swim to the side walls to avoid 
hitting the spikes because of the current. 
Pull both levers (one on each side of the 
spike walls), and grab the third Key from 
the block right below where you dropped 
in. Now place the three Keys in the locks 
and go through the door that opens to the 
next level. 
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INDIA 
The River 
Ganges 


You start the level atop a beautiful 
view of the River Ganges, waterfalls 
and tall cliffs at every side. To your 
right is a four-wheel ATV, which can 
take just about any punishment you 
give it—don’t worry, you’ll give it plen- 
ty! Before hopping onto it, proceed 
toward the nearest waterfall and drop 
down beneath it, picking up Flares and 
ammo to prepare yourself. 


Climb back up now, and test out your 
new find. 


The ATV moves 
4) forward and 

a backward with 
AIUI ease using the 
Nak D-pad or analog 

= control. It will 
ES not flip over, but 
it can fall down long passages, and there 
are areas in which you will have to give 
it up. Press the action button to start ‘er 
up, and then jam down the trail to the 
left. The end lifts up and you guessed 
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it—it's a jump.As soon as you lift off the 
lip, press the action button for extra air. 
You may have to try this a few times to 
get it right. If you fall into the river, you 

die, so make the jump. 


On the other side, __ 
follow the trail, 
avoiding the giant | 
gap on the left. 
Stop before the 
next giant pit, and | 
jump to the left to | 
get off the bike. m.m — 
You can climb down this pit froni your 
side. 


It's a long way down, and at the bottom 
you will find a large Medkit, Flares, and 
Machine Gun Ammo. 


Climb back up and then rev your ATV 
to power over this gaping pit. You'll need 
a really fast start and a good jump to 
make it. Follow the trail, passing over 
one short gap, and then a giant one. This 
may take a few tries to get it right. Park 
your vehicle at this cul-de-sac and take 
note of the hole in the rocky ceiling and 
the closed gate to the right. 


Now perform a running jump across the 
gap you just crossed with your ATV. 
Make it a long beauty, and grab on at 
the end. Turn 45 degrees to the right, 
and you'll stop at a rocky doorway. You'll 
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need to make another beauty of a 
jump here, but you can make it. 
Prepare to beat up a few annoying ani- 
mals, and traverse along the trail, hop- 
ping over the drop hole, and then slip- 
ping down at the end of the trail. 


| Kill any Monkeys 
f that you see. It's 
open season on 
mm Monkeys anyway, 
$ right? Turn 
around to the 
gate, and spot 
~ the turnkey on 
the right to 
open it. 


Hop onto the ATV and head back 
through the doorway and to the left. 
Get ready for a long jump. Stay to the 
right, because another pit follows this 
one on the left-hand side. Slow down 
ASAP, and then hang a right, following 
the path. Avoid the massive ditch in the 
center, and then slow down at the end 
of the trail because you'll need to seri- 
ously adjust your vehicle. On the left is 
a bumpy, finicky road trailing off on 
top of the Ganges. One wrong move 
and you're toast. Save here. Stay on the 
left side of the trail until you're past 
the hole on the right side. 
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Then speed up to 
make a massive 

| jump, making 
sure to press the 
| jump button 

| before you lift off. 
| If you make it, 


the next minute or so is just pure off- 
road bliss. If not, well, that's why you 


saved, right? 


Follow the trail 
until you get to 
the narrow ledge 
on the left. Head 
up this ledge on 
your ATV, follow- 
ing the trail until 
you reach the 


upper branches of the tree. Follow the 
trail past the tree until you reach a 
small break in the ledge. 


Back up and 

| jump it, and then 
| immediately 

| stop. Now pre- 

| pare to jump the 
| big one. Give it 

| the full throttle 
and jump over 


the river. Turn to the left and pick up 
the Save Game crystal. 
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i jump off the 

| ATV and climb 
down the bam- 
| boo wall to the 
| next level below. 
_ Wake up the 

a ia | Snake, move 
back a pon and kill it it. Grab the small 
Medkit sitting on the left, and then 
climb back up and get onto your ATV. 
With your bike in the corner, you'll 
need to jump across the river again. 


Once you've 
passed this, run 
your bike down 
the sloped ledge 
and park it at the 
bottom. 


ewe Get off and wait 
TEE until two 

TES Vultures come 
T% by... and then 
kill them. 


| 


Get back on the ATV and head down 
until you reach a fork in the road. Pick 
up the Save Game crystal. The river is 
full of with Piranhas, so don't fall in. If 
you head out to the left and jump onto 
a few cliff ledges, you will then reach a 
place where you’ll need to jump. 
Forward jump onto the ledge and wait 


’ 
n 
a 
o 
= 
=< 
| = 
æ= 
ea 
> 
Z 
c 
i] 
E | 
te | 


35 


until two giant Vultures come out, and 
then fill them with lead. 


Turn toward the waterfall and jump 
down into the water. Climb upward 

beneath the waterfall and follow the 
path. That's it—you're done. 
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NDIA 
Caves of 
Kaliya 


You’re in a maze.From the beginning, 
take the left path. Then take the first 
right, crawl through the space, all the 
way to the end, and then drop down. 
Follow the path, start crawling, go left 
and stand up. Follow the path, turn left 
and prepare for a giant Snake. 


Kill it, turn around, and then crawl 
under the next space. Get up and take 
a left. Drop down and follow the path 
until you get to a Save Game crystal. 
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This is a trap.A giant Snake pit straight 
from Indiana Jones is below. 


There are about a half dozen snakes. 
Pick up the pack of Flares and save 
here. If you have the Grenade Launcher, 
shoot a few down there and blow the 
britches off the snakes, and then listen. 
If you hear more hissing, light a flare 
and drop down. 
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Kill any remaining Snakes and then 
move toward the long hallway, staying to 
the left.A giant boulder will roll down, so 
stick to the walls. Follow the path until 
you get into a crouch and crawl through, 
and then drop down at the Save Game 
crystal. 


You appear at the top of a chute, and 
just behind you is a small Medkit. This 
area slides down into a Boss arena, so 
it may be wise to save here. Grab the 
Medkit, pull out your guns, and slide 
down the chute, shooting as soon as 
the auto-aim kicks in. 
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Use your most powerful weapon, of 
course, but mere pistols are as effective 
as anything because, after all, this Boss 
level tests your jumping and dodging 
skills more than any other. 


Slide down shooting and hollering, and 
watch as the serene, peaceful area is 
transformed into a fiery danger zone in a 
matter of seconds. Your task is to simulta- 
neously avoid the Boss’ onslaught of fire- 
balls and pump this dude so full of lead 
that he becomes a danger to the environ- 
ment. After he starts shooting, hop on 
the island to your right and square up on 
it so that your back is to the wall (no pun 
intended). 
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As soon as he shoots, perform a side 
tuck-and-roll jump to the right, to the 
left, and to the right, etc., avoiding his 
fire and shooting in mid-air. 


He’s actually quite easy, but you may 
have to try this a few times because 
the biggest task is to stay on the 
islands themselves. If you catch on fire, 
a small Medkit rests on each one of the 
islands, so grab one and use it to stay 
alive. Also, make sure to stay out of the 
water, of course, because it has 
become a fiery pit and will instantly 

kill you. 
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Once you have destroyed this puny, little 
matchstick of a Boss, hop onto the cen- 
ter island and pick up the Gem stone he 
left behind—it’ll come in handy later. 
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PACIFIC 


Coastal 
village 


Beginning this level is a real beauty. You 
appear in the gorgeous, light blue 
waters of a small bay, and you can 
swim all over the area. It's very evoca- 
tive of most people's ideal vacation 
spot. Of course, this ain’t no party, and 
the folks you'll be meeting are likely to 
kill you with spears. 


Swim over to the | 
far right side, | 
locating a golden 
rock form. On its $ 
left is a village ey 
hut, the insides of B3 
which contains a 
trap door in the 
floor, a controlled fire, and key slot. It's 
clear you'll need to come back here at 
some point. 


— 
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(_ COASTAL VILLAGE 


Walk out, and while facing the beach, 
keep walking left until you see an open- 
ing behind a rock on the left. Slide down 
the chute, cross the puddle, and face the 
other side. Walk to the far right, climb 
up the rock and walk forward through 
the snakeless grass until you see an 
unfriendly Tribesman, who's about as 
smart as those Monkeys in Temple 
Ruins. Unfortunately, he's not like the 
guys you see in National Geographic, so 
photojournalism isn't the appropriate 
reaction to his yells. Kill this poor sod 
and move on. 


You'll kill another Tribesman in front of 
a small quicksand pond soon enough. 
Perform a running jump onto the small 
island in the middle of the quicksand— 
or die trying. Do the same to reach the 
other side. Keep walking forward, but 
take a look around. There are bridges 
soaring over your head, and a forest of 
massive trees is up ahead. 


When you come to the trees, head left. 
Pass around the first tree and hop up its 
branch, near the 
closest wall. Edge 
to the right of the 
branch, jump up 
and cling to the 
cliff edge, and pull 
yourself up. 
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Swing back around so that you're look- 
ing at the tree, and then jump onto 
one of the wide, flat branches. Walk 
forward on it, toward the distant tem- 
ple, and you should start to hear a 
waterfall. Turn left and walk out to 
grab the first of the red Serpent 
Stones, of which there are three. 


Turn back 
around and then 
point yourself 
toward the large 
temple. To pull 
off this next 
jump, you'll need 
to do a running 
jump and grab to land on the little 
platform above the torch, where 
another Serpent Stone resides. 


So, can you jump across the waterfall 
to the other side? It would be nice, 
wouldn't it? An invisible wall prevents 
you from doing it, so jump into the 
rapidly running pool at the foot of the 
waterfall, and let it carry you down to 
the mid-way platform. The camera 
angle pans out wide, and you'll have to 
use your keenest eyesight to see what 
to do next. 
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On either side is an area to jump to. 
Facing the waterfall, the right side 
brings you back to the forest. The left 
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side brings you to 
the last Serpent 
Stone. Perform a 
running jump and # 
pass through a 
small, inner pas- 
sage around the giant stone pillar. The 
camera zooms out to reveal a rope lad- 
der on your left that you'll need to jump 
to in order to climb back up to the foot 
of the waterfall. 


Now you're on target. If you haven't 
already guessed, the final Serpent Stone 
is near the second torch, up across from 
the first one. 


Walk to the mountain, aim to the left, 
climb up one stone, hop to the next, and 
kill a Tribesman at the entrance to a 
small hut passageway. Turn around 180 
degrees. 


Perform a running jump to the opposite 
stone, turn right 45 degrees, and do the 
same until you've reached the torch 
platform.When you make it, pick up 
your prize. 


Reverse all of your | 
last five actions to 
return to the 
small hut 
entrance, and then | 
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place your stones in the three serpent 
slots to open the three gates. 


You're at the top of a long chute now, 
and you'll need to arm yourself. Upon 
landing, kill the Tribesman who wan- 
ders toward you. Walk to the far left 
area, which is very dark and ominous, 
and pick up a small Medkit. Slide down 
the slope to the huts and have a look 
around. A couple of Tribesmen will 
attack, and you simply need to put 
them out of their misery. The huts are 
disappointingly empty. By walking 
straight through the village, you'll come 
upon a waterfall on your left. 


z There will also 
be a giant lum- 
ber doorway on 
your right, and 
two narrow pas- 
sages on your 
right. In the right 
corner is a Save 
Game crystal, so grab it. You'll need to 
come back to the waterfall in a bit, but 
first, with your back to the waterfall, 
follow the dirt path on the right, 
around the rocks and near the yellow 
rock slope you slid down. The path 
leads to a swampy area with a tree 
house and one angry Tribesman. 


47 


bat 
Oo 
=< 
-i 
= 
= 
> 
= 
— 
“a 
= 
=] 
© 


Stay away from 
the swamp for 
now, you'll need a 
map to locate the | 
correct lily pads 
to jump onto. 
However, facing the vamp, turn to your 
left, hop over rocks near the hut to 
reach a pulley, and activate it. 


You've just lowered a gate to a new 
area, and another angry Tribesman 
comes to stab you. Stab him with a few 
shells, and go back to the waterfall. 


With the water to your back, proceed 
forward on the dirt path, which will lead 
to another part of the village, one in the 
trees. The pulley you activated lowered 
the gate, enabling you to pass over it. 
The tree village is filled with stuff, 
including a hanging section. 


Walk straight ahead to the ladder, take 
a left, and climb up the short hill behind 
it. Walk to the right and then left, into 
the hut behind the one with the ladder. 
In the back of it is a pulley that opens 
the gate at the top of the ladder. Go 
back there now. Climb up the ladder 
and climb off to the right, or back flip 
off it. Walk to the open window and 
angle 45 degrees to the left and jump 
onto the flat, open gate. Jump forward 
onto it and enter. 
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A flaming hall- 
way is on your 
left, and on the 
right is a passage 
out to some 
huts. 


You'll need to activate a drop gate to 
cross the flaming passage, so aim right 
and forward jump out the window to 
the ledge across the way. Walk to the 
far side and collect a Medkit in the 
rocky area. From the corner, jump up 
onto the hut nearest you, and then 
look above, where you'll see a network 
of tree ladders. Jump up, hold with the 
action button, swing straight, then 
right and then left, and go to the end. 


Then drop onto 
the hut below. 
Activate the pul- 
ley to lower the 
gate over the 
flaming hallway, 
and then make 
your way back to 
that area. 


With your toes at the tips of the 
flames, take one step back and then 
perform a forward jump onto the gate 
to avoid catching on fire. 
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Walk to the end 
and forward jump | 
off it. 


Go to the button, 
press it to open 
the gates, and 
arm yourself. 
Perform a drop roll, and then kill the 
oncoming Tribesman. Press the button 
on the right, and then aim down the 
hallway. Stand directly in front of the 
double blades and wait until they pass. 
While you can still see them, run and 
then dash to the end of the hallway. 
Activate the pulley, jump to the hut top, 
and then carefully make your way to the 
ground floor. If you jump straight off, 
you'll die in a heap of crumpled bones. 


Head back to the waterfall. You’ll see 
that the closed gate is now open! Swim 
through and then climb up the ladder at 
the end. Follow the path to the end. 
Then jump from the ledge to the oppo- 
site hut, and enter to talk to the injured 
military man, who'll give you a map you 
can use to navies the swamp without 
dying. , 


To jump across the swampy quicksand, 
you'll need to perform running jumps 
onto some pads. You can back up to 
the very end of them to get a good 
head start. 


Follow the palms | 
the solider rec- | 
ommended, and 
make sure you 
save before you 
start. 
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At the other end, 
you'll walk down 
a stone path and 
at the bottom, a 
Raptor will greet 
you. Side jump 
and shoot to 
stave it off, or shoot it early to lock it in 
place near the small pond ahead. 


Jump across the 
mucky pond and 
climb up the 
rocks at the end. 
When you climb 
down, you'll see 
the crash site (a 
huge airplane) 
and another Raptor will appear. Side- 
jump and shoot to kill this one, too. 


The crash site is huge, but in the areas 
you can reach, very little can be accom- 
plished. Walk toward the plane's front 
end and swing around the other side. 


į Walk to the tail of 
the plane, and 
you'll hear Soldiers 
shooting at you. If 
™ you grabbed the 

$ Grenade Launcher 
by now, this is 
clearly the best 
weapon to clear out these mindless thugs. 
Now head back to the front of the plane. 
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A narrow crevice leads down to a hall- 
way and brings you out to a new tree- 
filled area. Prepare to arm yourself 
with the biggest weapon you can, but 
first walk about five paces into the 
clearing to activate the Raptors. Then 
spin around to the medium-sized shelf 
and climb up. The Raptors, strangely, 
can't leap up there, so start shooting. 
These guys are relatively smart and 
they will hide, so move around and pick 
them off, or change weapons to the 
Grenade Launcher or Rocket 


Launcher, if you have them.A few shots 
will kill them. 


Once these twin 
terrors are dead, 
look around you. 
There is another 
“ae: short, plateau-like 
w® shelf on the right. 


Climb up it and 
hop onto the tree branches for a big 
Medkit and some Flares. Now walk to 
the other side of the clearing and stop 
at the foot of the shelf. Note the only 
way to climb back up the shelf is locat- 
ed to the far left (when you're looking 
down it). This is an excellent place to 
save. Take out a rapid-fire gun if you 
have one, and slide down the shelf— 
about four Compys appear to nibble 
away at your calves. 
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Gun them down and explore the area. 
It's a long, wide L-shaped stretch with a 
crater near the end. In the crater is a 
dead soldier. Don't touch him just yet. 
Walk toward the bend in the “L,” and if 
you're facing the crater, look up and to 
the right. A ledge leads to a safe perch. 
It's two stories up, and you'll find that it 
looks out into the area from two angles. 
Grab the Medipack and then return to 
the soldier. 


Press the action 
key to take 
Captain Bisop's 
Key, and prepare 
for the biggest, 
scariest foe in the | 
game—a full-size 
T-Rex, that’ll kill 
you instantly if it gets the chance. 


Once you've taken the Key, put away 
your gun and crouch down inside the 
crater—but don't move. Whatever you 
do, don't shoot it. It'll just get mad. The 
T-Rex will sense you, but its eyesight is 
terrible. It can smell you and sense your 
movement, but it can't really see you all 
that well. It will stalk up and down the 
area and wait for you to move. 


You're going to use your dash button 
here for a brief spell. When the T-Rex is 
wandering around on the other side of 
the area, make a dash for the ledge at 
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the hinge of the “L.” Climb up it to the 
top, and the pull out your Rocket 
Launcher or anything really big. It will 
take a lot of shots to kill the T-Rex, but 
it will die. You can also run to the far 
side and climb up the lone step, but the 
T-Rex doesn't frequent that area too 
often, and it'll take longer to kill him 
from there. 


Retrace your 
steps back 
through the 
canopied forest 
and back out to 
the crash site. 
Halfway down 
the plane’s side 
but before the hill, there is a passage 
leading into a low, dark passageway. 
Climb down and take out your Uzis or 
Heckler and Koch MP5. 


meee About five 
=, Compys greet 
you, and you'll 
want to run and 
Se shoot to kill 
= them. Now, with 
W your back to the 
entrance, walk 
left into the first of the dark, short 
entrances. Pull the lever. Another lever 
is in a door on the right side. Grab the 
Flares and large Medkit and get out of 
there. 
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| Aim to the area 
| where the sol- 
diers were firing 
| at you. Stand at 

| the highest point 
| of the rock and 

| leap over. 


Oe ee 


Go through the entrance on the right 
side of the valley, near the tail of the 
plane crash. The others are short and 
lead nowhere. Follow the passage into 
the next area, and either kill the Raptor 
that's attacking the man, or kill them 
both. If you don't shoot at him, he won't 
shoot you—and he may help you 
later... That bridge looks inviting, but it's 
a junker. Don't even try crossing it. 


Get ready for more climbing and jump- 
ing. Face the tree just outside the pas- 
sage. Line up to it so that your right side 
is facing the river, and then jump onto 
the short, stumpy branch. Now face the 
rocky wall. To your left is an angled land- 
ing, and you can perform a forward 
jump to it. You'll see a vine-covered wall 
to your left that is climbable. Get to the 
highest point you can. Perform a back- 
ward somersault jump off to the slanted 
ledge behind you. Jump to the branch. 


Quickly arm yourself and nail the 
Raptor waiting for you. From there, face 
the rocky wall again, and look slightly to 
the right, where you'll see a landing. 
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Perform a running jump to get there. 
Hop up a level and then with your back 
to the rocky wall, forward jump and 
grab the branch in front of you. 
Forward jump to the rocky ledge 
ahead of you, and then forward jump 
to the wide, flat branch of the same 
tree you were on. 


With your back to the waterfall, per- 
form a forward jump to the lower 
branch at your slight left. Then arm 
yourself and turn around quickly to kill 
a Raptor on the branch from which 
you just jumped. Now shoot the hang- 
ing Raptor so that it will fall below into 
the water and distract the Piranhas. 
Now jump into the water and pull 
open the lever on the right to open a 
gate above. 


Swim toward the waterfall and locate 
the ledge to haul yourself up. Arm 
yourself to kill yet another Raptor. The 
gate's now open. When you enter, 
another Raptor will appear, so kill it, 
too. Pull the three levers in the room 
(which will release Raptors) to open 
the gate above. Climb up, snag the Key 
from the dead military man in the cor- 
ner, and then quickly arm yourself to 
kill the unsuspecting Raptor that will 
immediately appear. 


Cross the river on the far right so you 
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can get out of the water next to the 
large tree. Head back to the area near 
the nose of the plane. Near the entrance 
to this area, there is a grass-covered, 
slanted wall with a patch that you can 
stand on in the upper-left corner. Stand 
in that part of the slanted grass wall and 
grab the ledge above. Now shimmy over 
to the right so that you’re above the part 
of the slant that you can’t stand on. Pull 
yourself up, back-flip, flip in the air, and 
grab the ledge behind you. Pull yourself 
up and crawl into the lower passageway. 


Follow the passageway and hop down 
into the room at the other end. Now use 
the smaller block in the corner to jump 
up and grab the metal ceiling. Use the 
ceiling to navigate your way into the 
small hole in the wall that leads to the 
next room. Drop down into the hole in 
the wall, and lower yourself to the floor 
in the next room. Follow the passage 
around the corner to a lever. Pull the 
lever to rearrange the ceiling bridges. 


Now climb back into the hole between 
the two rooms and jump up to get back 
on the ceiling bridges. Navigate across 
the room to the wall that you can climb 
on.When you drop and grab onto the 
wall that you can climb, move down and 
over to the left so that you’re below the 
lever on the wall. Pull yourself up and 
pull the lever to rearrange the ceiling 
bridges once more. 
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Now hop down into the slant below 
and immediately jump to the middle 
island. Do a running jump and pull 
yourself back up to the area with the 
first lever. Pull that first lever again and 
make your way back up to the ceiling 
bridges. Follow the bridges all the way 
around—to the right in the dark area, 
and all the way back, around the back- 
side of the large column in the middle 
of the room. Climb down to the bot- 
tom of the center column so that your 
feet line up with the bottom edge, and 
do a back flip to the ledge behind you. 


Pull the lever to connect the bridge to the 
way out of the room. Jump back and grab 
the center column again. Make your way 
up and to the right and into the little 
room that opened in the column. Now do 
a running jump diagonally to the slope 
below the second lever, and grab onto the 
ledge when sliding down. Shimmy over to 
the right, and back flip onto the center 
island. 


Now jump back to the platform with 
the first lever and make your way back 
to the ceiling bridges. Use the bridge to 
get to the next room. Climb up the 
blocks to get back into the outdoor 
area above the plane. Do a running 
jump, grab onto the tree, and pull your- 
self up. Then jump onto the roof of the 
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plane, and go down into the plane 
through the hatch in the roof. Get ready 
for a Raptor waiting inside for you. 


Use the two Keys in the cockpit to start 
the airplane. Now make your way to the 
lower level of the plane, and pull the 
lever under the cockpit area to open 
the rear hatch and deploy the turret. 
Hop onto the turret and start blasting 
Raptors. While you’re at it, make sure 
you shoot the walls in the upper-left 
corner to reveal the exit to the level. 
After taking out all of the Raptors, use 
the separated wing to jump across the 
water, onto the ledge on the other side. 
Pull yourself up onto the ledge on the 
left, and walk forward to exit the level. 
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couTH 
PACIFIC 
Madubu 


Í You'll find your- 
self high on a 
| grassy ledge, 
overlooking a 
powerful river, 
i) and in sight of a 
L = lofty wooden 
bridge. fenaring the lovely atmosphere, 
you’re just about to embark on a seri- 
ous kayak trip, so get ready. 


First, turn left and arm yourself. On the 
short ledges in the left-hand corner is a 
Tuatara. Kill it. 


MADUBU GORGE 


Stay far away from it, to avoid touching 
its green stench, which will poison you. 
Another one is on the ledge to the left. 
Kill it quickly, too. 
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Now meander 
over to the far 
right side, with 
the wall to your 
right and the river 
ahead. 


You’ll see a rocky 
area that juts just 
far enough to 
jump to. Perform 
a running jump to 
that rock. 


Forward jump to 
the rock above 
with the switch 
on it. Press the 
switch and make 
your way to the 
far side of the 
lower rocks using 
forward jumps. 


Perform a long 
jump to the lone 
block in the mid- 
dle of the river. 
Forward jump 
again to the 
wall, pull your- 
self up a few ledges, and then head to 
the far wall, where a cage door has 
opened up. Pull yourself up, pick up a 
small Medkit, and two kinds of ammo. 


62 


Drop down the only other hole, locate 
the kayak, and press action to get in. 
Here we go! 


1) You'll raft down 
3h the gorge through 
several areas. Your 
= aim is to keep 
moving. Back pad- 
dle down water- 

; ; falls and down 
rocks to avoid ang damage.A good 
rule of thumb is, if there’s a red warning 
line, it’s a good idea to find a different 
path. Fight the current and reverse your 
course to steer yourself to calmer 
waters.Keep moving on the first big 
waterfall. You’ll see a Save Game crystal, 
so aim for the middle of the river to flow 
right into it. Then keep going the way the 
wall brings you until you get to a rather 
big pooling area. Go behind the waterfall 
to turn off the blade traps, and then pro- 
ceed downstream. When the river opens 
up again, fight your way to the right 
instead of going down the waterfall. As 
you go through the next area of rapids, 
make sure you try to avoid the red ropes 
crossing the river because they will set 
off traps. 


Straighten up and head down the rapids, 
maneuvering yourself around the rocks. 
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MADUBU GORGE 


Try to avoid the 
spikes when you go 
through them, but 
most likely, you’ll 
need to grab some 
health. 


The rapids will nat- 
urally lead you to the left as you kayak 
down into sharp wooden stakes. You defi- 
nitely don’t want to go that way. Fight the 
current and reverse your direction to trav- 
el through the calmer waters to the right. 


A flock of bats will 
fly overhead just 
f before you reach 

/ 4 the next danger 
VJ, area. Once again, 
f fight the current 

os mp and prepare to 

ee ANA recharge your 
health with Medipacks as you take some 
serious damage through the wooden 
spikes. 


Don’t get out of 
your kayak, even 
when the waters 
are calm.The sur- | 
face may be calm, 
but underneath 
swim deadly Ses O 
Piranha that would love to lunch on you. 
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Fight the current up the green water- 
way to reach the small, ledge-rimmed 
pool. 


You’ll probably 
take a hit from 
the Crocodile 
when you exit 
the kayak, but 
you have to get 
up to that ledge. 
As soon as you’re on the ledge, brace 
yourself for an attack by a Tuatara. 
Climb up the ledges and drop down 
through the opened window, where you 
can look out on the drain room you 
were in earlier. 


© Hand-walk across 
= the ceiling, timing 
eed your passing of 
Ad the fire-breathing 
4 statues to avoid 
becoming toast. 
Continue to the 
edge of the over- 
hang, and drop to the ledge below. 
Diagonal jump across the water to the 
other ledge, and enter the new area. 


Se TE 


Climb down the 
ledge to the 
waterfall room. 
Diagonal jump to § 
the ledge to your © 
right, and climb 


MADUBU GORGE » 


up to the ledges above. Hand-walk across 
the ceiling, past the fire statue and water, 
to drop onto the ledge on the left side of 
the water. 


Hand-walk to where 
you can drop onto 
the ledge on the 
right side of the 
waterfall. Make a 
long leap off the 
bank, onto the 
stone slab near the chopping blade in the 
river. Angle yourself to the wall on the 
opposite side. Make a long jump, grab 
onto the wall, and climb up. Work your 
way up over the waterfall and to the left. 
Drop down to the ledge and enter the 
darkened hallway to your right. 


Climb down the 
pit wall and quick- 
| ly drop next to the 
| ledges as the boul- 
| ders roll over you. 
| Proceed up the 
path, and run 

~ across the long 
ledge, quickly j jumping to the left to reach 
the next hallway with flame bursts coming 
from the ground. Jump over the flame 
bursts and duck behind the ledge to avoid 
being hit by the oncoming boulder. Climb 
up onto the ledge from which the boulder 
dropped. 
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| h, j Diagonal jump to 


the next ledge, 

| ma and drop to it. 
Crawl through @ the opening and follow the 
path around to another ledge. Do a short 
diagonal jump to the ledge in the water. 


Continue to hop across the rock ledges 
until you reach the zip line on the other 
side of the river. Ride the zip line down to 
the opening in the wall, and land on top 
of the chain. 


Climb up the wall @ 
to the hall above, | 
and take out the 
Kautara when 
you reach the 
top. Follow the 
hallway around 
and pull the 
switch next to the chain. The chain will 
rise, unplugging the water below, caus- 
ing a whirlpool. Follow the hall past the 
chain, taking out another Kautara on 
your way. Take a right when you see the 
opening, and slide down the ramp to 
the ledge below, which returns you to 
the Kayak room. 
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Back in the kayak, 
let the current 
take you to the 
whirlpool, and 
| drop down. Make 
| sure your health 
is up, because 
you'll take a hit as 
you go down. Find the switch under the 
overhang and pull it. This will release 
two more Gators, so swim fast to the 
nearest ledge and kill them. 


Now that the 
door above the 
switch is open, go 
through the door 
and exit the level. 


Temple of 
Puna 


You're now in the second boss level, 
which is tough. But you've learned a lot, 
so you can handle it. Right? 


Walk down, take a right, and follow the 
pathway with the blue light. Climb up the 
stairs, and then climb up the set of three 
stones. 


Climb up another 
staircase and fol- 
low it until you 
reach a ledge, 
where you should 
stop. 
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Watch a giant meat cleaver roll back 
and forth, and be glad you stopped. Line 
up with the Save Game crystal. Wait 
until the cleaver is going to the right, 
just past the Save Game crystal, run, 
and then sprint past it, into the doorway 
at the other end. 


. The camera 

| angles get funky 
| right around 
| here. Walk 
through the door- 
| way, and then 
| jump down into 

j — == the closed gate 

pit \ i with three levers and a 
moveable stone can be found. Line up 
with the stone and pull it out as quickly 
as possible because a killer trap has 
been set off from above. 


Once you've 
pulled out the 
stone, you're fine, 
and the trap will 
stop. Pull down 
the levers in any 
order, and the 
gate will open. 


Now head out and drop down the next 
ledge by hanging first, and then falling 
to lessen your damage. Stop at the 
ledge. 
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On your left is a 
Îl trigger boulder, 

| and on your right 
| is a closed gate. 
Underneath the 
boulder is a 
lever. It's clear 
what to do now, isn't it? Pull the lever 
and watch the gate open. 


Start your run, p 
hit sprint to beat J 
the boulder to | 
the gate, and 
then rest safely 
under the door- 
way. Peer down 
into the next 
room. A large boulder is on the left and 
will activate as soon as you walk into 
the area. You'll want to head to the 
right, and then take your next right, 
toward three stairs. Save here and then 
arm yourself with your biggest 
weapon—preferably a Rocket Launcher 
if you have one. 


This takes you to 
the boss. To trig- 
ger him, you 

F need to step up 
to the second 
stair. Do this and 
then back flip 
down. He is fast 
and has the ability to kill you instantly. 
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Your job is to line 
up with him and 
side-jump and 
shoot, side-jump 
and shoot, similar 
to the first boss. 
You'll need to hit 
him at least a half dozen times, and you 
cannot let up, because with one strike 
he can wipe you out. 


When you're done performing the 
world's greatest acrobatics ever, pick up 
the Gem and head out. 
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LOND ON 


Thames 
Whart 


It might seem logical to turn around and 
scale the narrow, climbable wall on the 
opposite side of your initial location. But 
that would be jumping the gun. The first 
thing to do is walk straight ahead, drop 
down and hang so that you’re on a gate. 
Here’s where you get fancy. 


You need to reach a small platform with 
a key on it. From your spot, drop onto 
the yellow tile roof and immediately per- 
form a back flip. If you do it correctly, 
you'll land on the ledge.A crow will 
attempt to peck your eyes, so blow out 
his instead. 
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Press the switch. 
Now jump up to 
the ceiling and 
monkey-bar climb 
over to the pulley. 
A guy with a laser 
site will start 
shooting, so be prepared to defend 
yourself. 


fi) Pulley over and 

Se pick up the small 

Í Medkit. Then drop 

down to the ledge 
fea you worked so 

Sea hard for. 


Press the switch to your left. This is a 
good place to save, if you can afford it. 
Walk through the new room, and look 
to your left for a forward jump ledge. 
Stop on the ledge. The far half is col- 
lapsible, so stay put for a moment. 


Look 45 degrees 
down and to the 
right to see a 
ledge jutting out 
on the left across 
from you. Now 
jump across it. 
Crouch down and 
pick up the Harpoon and then crawl 
back out. 
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Press the switch there, and then drop 
to the ground. Approach the glowing 
blue light, grab the Save Game 
Crystal in the corner, and then hop 
out and light a flare. 


On the ground, 
you'll find two 
sets of Medkits 
and a set of 
flares. Near the 
climbable wall is 
a switch; press 
it. Climb up. 


Kill the giant 
rat. Go toward 
the lighted hall- 
way, and press 
the switch just 
outside on the 
left. Enter and 
pull out your 
biggest gun. You’ll loop around a hall- 
way. At the far end is a hitman. 


Kill him and 
pick up the Flue 
Room key. 
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~= Now go back out 
and turn 45 

1 degrees left. You'll 
need to perform 
a running jump 
to the ledge. 
Make sure you 
cling when jump- 
ing. Pull yourself up, and then back away 
from your original starting point in this 
section of the game. Walk out where 
the moveable ledge was, turn around, 
hang down, and drop to the walkway. 
With the wall to your back, turn right, 
hang-drop, and make your way safely to 
the ground. Be ready to defend against 
a Sniper with a rifle. 


Side-jump and 
shoot to keep the 
Sniper from com- 
pleting his task. 
Run over to his 
position and 
scoop up the love- 
ly Save Game 
Crystal and more flares, and then start 
making your way back to the top. 


s Hop up the far 
boxes, and then 
scale the climb- 
able wall. On the 
next ledge is 

į another climbable 
wall. Keep going 
until you reach 
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the top, and then look over to the area 
where you started. Below, you’ll see a 
ledge to jump to. 


Make the jump. 
Face the building 
across the way, 
and make a run- 
ning jump to the 
light blue shin- 
gles. Drop down 
to the small 
Medkit, and then jump up and hang on 
the wall. Slide all the way to the right, 
and then hop up on the ledge. 


Hop up and fol- 
low the path 
until you reach a 
fire beneath you. 
Hop over the 
fire and grab a 
large Medkit on 
the other side. 


To the left is a secret area with a 
weapon. 


Climb back up the wall, hop back over 
the fire, and then return to the starting 
point. 
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Look up and pull yourself up to the 
ledge. Follow the path to the glass- 
encased button. You can’t press it now; 
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here’s what to do. Climb up the right- 
hand ledge, and then jump, hang, and 
slide over the button. Drop down over it 
to press the switch, which activates the 
painter’s pulley near the fire-lit flue. You 
can jump the painter’s pulley now; face 
the other building, and you’ll see a set 
of flares and a door. The Flue Key works 
in the door, so enter it. 


You’re now trapped by fire, but the pre- 
vious fire is out. Don’t run or sprint. 
Forward jump through the fire. Then 
make your way back to the opening. 
Jump back onto the painter ledge, and 
turn left. Jump down one small flight of 
steps to a ledge, and press the switch. 
Look across the way, and then hop over 
to the opening. Crawl through and 
make your way to the bottom, and then 
to the top of the building on the other 
side. 


Now that you’re at the top, drop down 
one flight where you made the big jump 
across, and jump it. Slide over to the 
area that leads to the openings at the 
top and aim for the fire chimney that’s 
now visible. At least one sniper will try 
to shoot you. Drop down the chute 
where the fire was, and then take a step 
back from the edge to make the jump 
across and pick up the Save Game 
Crystal. 
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Drop down the next chute and then 
drop down the hole to the ground. Two 
service men will shoot at you. Shoot 
them both, and then pull each of the 
switches on both sides of the glowing 
ceiling window. 


The switch in the center will fill two 
rooms with water, so press that one 
too. Walk down the eerie, empty halls 
and take a right at the second opening. 
Swim down to the ground and pull the 
lever across the way, which opens a 
latch in the other opening. Run back to 
the other opening and swim down 
through the latch. You’ll see two tur- 
bines that should be moving slowly, in 
which case you can swim through 
them. Go through the opening at the 
far end. Walk through the seemingly 
empty hallway. Just before the end on 
the right is a crawl space; use it. Jump 
down and walk toward the loud room. 
A cleaning, fix-it bot is moving around 
the room, filling in almost every piece 
of floor space possible. However, it 
misses two spots: a switch in the mid- 
dle of the room and one at the far 
right side. 


Press the switch on the far side of the 
room first, and follow the bot, rather 
than leading it. Walk to the far side and 
check out the moveable cage. Use the 
upper structures to keep from being 
crushed. Wait for the bot to go by, and 
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then pull out the cage. Systematically 
pull or push the cage over to the middle 
area and place it next to, but not in 
front of, the green switch box. 


The bot will turn and crush the switch 
box, opening another door. Leave that 
room and head back into the hallway. 
Climb up the long wall to return to the 
three-switch room! 


As soon as you get to the top of the 
climb and enter the switch room, press 
the switch that opens directly in front of 
you, as well as the switch to your left.A 
guard will come out, so kill him! 


After pressing the switches, run down 
the hall to the second water room. Dive 
in. There will be a door to the left where 
Lara enters the room. Climb out of the 
water and go through the doorway. This 
leads to a third room filled with water. 
Dive in and the alarm will sound. This 
will open another door to the left, and a 
guard will appear. Climb out and kill the 
guard. Enter the room and press the 
switch. This will drain the water from 
the room you were just in, as well as 
open up the last switch in the three- 
switch room. Exit the room with the 
switch you just used, and follow the 
walkway out the door to the left. There 
will be a grate on the ceiling that you 
can use to monkey-swing over the room 
with no water. 
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Once you swing over, there will be two 
Rats and a Crystal down the hallway to 
your right. Kill the Rat and get the 
Crystal. At the end of the hallway, turn 
right and drop down into the water 
room. Climb out of the water and 
make your way back to the three- 
switch room. Press the final switch to 
the left as you enter the three-switch 
room from the hallway. This will open a 
trap door in the third water room. 


Run back down the hallway to the sec- 
ond room, and dive. Climb out into the 
doorway to the left, which leads to the 
third water room. Dive in and swim 
through the trap door in the bottom of 
the room. Follow it all the way to the 
left and come up for air, where you will 
enter the room with pillars. As soon as 
you swim out of the tunnel and into 
the pillar room, climb into a hallway to 
the left, which is occupied by a Guard. 
Kill the guard and collect a Crystal in 
the hallway to the left. 


Walk to the ledge, jump, and grab the 
wall in front of you above the hole that 
has barbed wire below it. Climb up. 
Once at the top, you can see a single 
ledge ahead and a little to the left. 
Walk through the barbed wire to the 
ledge, do a standing jump, and grab the 
single ledge piece. 
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Turn right, do a running jump, and 
grab the rooftop on the right. Walk 
through the wire on the right, and 
jump onto the roof. Once at the top, 
climb up to the ledge to your left. 
Beware of the three Guards in the 
area. Run straight through the middle 
and pass the movable block 


Continue down the hallway, off the 
ledge to complete the level! 
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ONDO 
Aldwych 


You have jumped down the Big Ben 
bell chute and have dropped into a 
watery pit. On your way down, press 
grab to hold onto a ledge, where a Rifle 
awaits. 


Climb out and 

' go up the stairs 

to the Save 

Game Crystal on 

_ your right. Shoot 

_ out the window 

Ba and jump in to 

get it. 
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Climb up the 
right wall and 
hop up into a 
room overlooking 
the bathroom. 


In the middle of the room on the near 
side is a moveable block; pull it out. 
Drop down into the lobby, and then 
jump closer to the help window. Climb 
up into the crevice you’ve just created, 
and climb up the block. 


When you drop 
down into the 
help window 
booth, pick up a 
large Medkit and 
a Maintenance 
Key. Then press 
the switch to 
open to the door. 


Pick up Flares, 
Medkits and 
ammo in the 
waiting room. 
You’ll see watch- 
men here and 
there, and I 
recommend 
killing them. (But 
that’s just me.) 
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Go past the ticket machines and down 
the right set of escalators. Do a run- 
ning jump across the pit to the dirt on 
the floor. As you walk into the boarding 
area, a Thug and a Dog will attack. 
Head to the other end of the boarding 
area, where you'll find a door with a 
keyhole next to it. Use the Maintenance 
Key to open the door, and go inside. 
Light a flare and head all the way down 
the hall, and you’ll find a power switch on 
a wall to the right. Head out of the room 
to the opposite side of the boarding plat- 
form. On the ground you'll find an Old 
Penny. 


Jump back across the big pit and go 
back up the escalators. Go to the third 
ticket machine on the right (coming 
from the escalators), and insert the 
Old Penny to get a Ticket. Now head 
back down the escalators and drop 
down into the pit. Quickly head down 
the tunnel with the white light, and run 
into the opening in the right wall to 
avoid the train. Follow the path into a 
red room, and be ready for two Thugs. 
After stepping off the ramp and enter- 
ing the red room, look toward the 
upper left. Use the crates behind you 
to get to this area. Once you’re in the 
upper corner, drop down into the hole 
between the crates and push the but- 
ton to activate a siren. 
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Climb back up, jump diagonally to the 
right, and grab the column hanging 
down in the middle of the room. Climb 
to the top of the column and back-flip 
to the platform behind you. Climb up 
the crate behind you, and a guard will 
come out. Now jump forward, grab onto 
the ceiling, and monkey-bar swing over 
to the right. Drop down, slide down the 
slope, and pull up onto the block on the 
right. Now would be a good time to 
save. 


Slide down the next slope backward and 
hang-drop from the lip. You’ll land on a 
breaking floor. Do a sideways jump to 
the right and enjoy the scary ride. You 
should end up in a small room to the 
side of the shaft. Climb up in the upper- 
left corner of this room. Now climb the 
scaleable wall in this room so that 
you’re standing in front of two flames. 
Jump to the gray block in the right cor- 
ner, and pull yourself up to the ledge 
above. Now climb onto the slanted sur- 
face to your side, and walk to the oppo- 
site top corner. From here, jump and 
grab onto the scaleable column hanging 
from the roof. Climb so that your feet 
are just past the first silver bar, and then 
back-flip into the little hole behind you. 


Press the button to open a door in the 
roof of the previous red room. Jump 
back to the column, climb to the top, 
dodge the flame, and jump down to the 
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floor below, on the opposite side of the 
column. Follow this path to a hole in 
the grate floor. Drop down through the 
hole, and you’ll be near the big pit at 
the bottom of the escalators. Drop 
down into the pit again and make your 
way back to the red room. Now go 
back into the room with the large ceil- 
ing drill, where you dropped to the bot- 
tom. This time, you can get on top of 
the stopped drill. Now climb up into 
the hole in the upper left to receive a 
Solomon’s Key. 


Follow the passage to go above the big 
pit near the escalators. Now, drop back 
down into the pit and go to the red 
room once more. Go through the 
doorway in the ceiling that you opened 
earlier. Get ready for a Thug and his 
Dog in the room. Go into the room 
with the two dark panels on the floor, 
and step on the breakable panel so 
that you drop down into the hole. Now 
pull the block back to open the other 
passage. Hop out and back into the 
other hole in the floor. Follow the pas- 
sage and at the end, pull up into the 
hallway above. 


Go down the long part of the passage 
and you’ll come to an area with two 
switches. The switches activate three 
doors down the passage to the left of 
the switches. Follow the passage to the 
left so you can see the three doors. The 
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switch on the left activates the first 
door on the left. The switch on the right 
activates the other two doors. All the 
doors are on a timer, so you’ll have to 
run to get through them. 


Push the switch on 
the right first, and 
1 run to the third 
| and farthest door. 
im Push the button to 
| open a gate in the 
ceiling of the room 
~ next door, and 
follow the passage back out to the two 
switches. Now press the right button again 
and run through the second door. Climb 
up through the hole in the ceiling, push 
the button on the right wall to move a 
platform in the first room, and take the 
passage back to the two switches. Push the 
switch on the left and run through the first 
door. Climb up on the block so that you 
can grab onto the roof, and monkey-swing 
over to the other side of the room.When 
you get to the other side of the ceiling, 
drop down and grab the ledge below. Pull 
up and grab the Save Crystal and the sec- 
ond Solomon’s Key. Jump into the water, 
and in one of the corners, you’ll find a pas- 
sageway back to the ticket machines in 
the lobby. There will be a Thug waiting for 
you. Now head down the set of escalators 
on the left. Be prepared to defend yourself 
against a street Thug. 
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At the far end is a big dirt path and a 
breakable door. The secret room inside 
is full of shotgun shells. Dig in. 


There are three ways to go from this 
location: go down each side of the sub- 
way or follow the stairs up to a watery 
area. The left path is certain death. 
Head the other way, unless you want to 
see what it looks like to get run over 
by a subway train. This is also flare ter- 
ritory; you'll use a lot of them. 


Take the right 
path up the 
stairs, just left of 
the dirt. The 
path leads to a 
watery area with 
a Save Game 
Crystal hidden 
behind a door and a metal door under- 
water that you need to open but can’t 
right now. Check back for it later. 


Head down the 
final subway side 
and prepare to 
sprint. A few sec- 
onds down the 
way, a man will 

i yell “Oy!” and 
run into a room. Sprint to follow him 
or get run over by a subway train. 
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| Kill him and then 
| press the switch 
that opens the 

| other door. 

| There’s a Save 

| Game Crystal 


the oncoming 
train; none will 
approach for a 
while, so you’re 
safe. Take an 
immediate right 
into a doorway with a small pool, fol- 
lowed by a hallway. 


You’ve reached Lara’s version of Mario’s 
crazy, hazey maze. Walk straight 
through to the end, and take a left at 
the hand-shaking door, and press the 
button on the right wall. Now retrace 
your steps and walk back down the hall, 
taking the first right into a room with 
two buttons in it. Press the button on 
the left, and then leave that room 
through the same door. Walk straight 
out of that room and into the newly 
opened ones. Take lefts and rights when 
you’re forced to, following the hallway 
until you see and hear a loud, large 
flame. 


Pass the flame 
and enter a 
grand chamber. 


Be careful of the 
spikes covered by 
the black square 
25 tiles. It’s highly 
recommended 
that you light up 
a few flares in 
here. 


Insert the two Solomon’s Keys into the 
locks along the column on the right 
side of the room to open a gate at the 
other end of the room. Inside the 
room, grab the Masonic Mallet. Get 
ready for a Dog as you go back into the 
main room. 


Now go through the door that has 
opened in the left corner of the room 
near where you entered. Jump into the 
pool of water. Follow the underwater pas- 
sage, and you’ll come out at the stairs 
back in the boarding platform. Pull your- 
self out of the water and onto the highest 
part of the second block. Now do a run- 
ning jump and pull yourself up into the 
crack in the wall. Drop down into the 
gated platform and then climb up the 
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larger one next to it. Do a running jump 
and pull yourself up into the hole in the 
upper corner of the room. 


Insert your ticket to pass the turn-style, 
and continue down the hall into the 
next room, where a guard will be wait- 
ing. Head down the escalator and use 
the Masonic Mallet to open the door on 
the left. Push the switch in the room to 
open a trapdoor. Head out of the room 
and drop down into the area below. Be 
ready for another Thug. 


Hop down into the hole in the floor and 
follow the passage into the subway car. 
Push the button in the back of the car 
to open the trapdoor. Drop down and 
follow the passage to another section of 
the subway. Head straight and a Bum 
will come running out. Continue until 
you come to a slope in the floor. Slide 
down to the next level. 
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After your talk with the fat guy, follow 
the guard down the right path (as you 
face the couch) until you reach two 
pools of water. Take the straight-ahead 
exit down a short, sliding path, and 
follow it until you reach a climbable 
wall. 
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Scale the wall all the way up and then 
start crawling. 


Halfway through the crawl space, stand 
up and turn right. If you go to the end of 
the crawl space, you’ll end up in the 
hallway where you'll find some Shotgun 
Shells. Jump up and climb over a block, 
and then drop quietly down into a room 
guarded by two men. 


Kill the first Guard from behind. This 
will alert the Guard outside, but he has 
to wait until you open the door with a 
switch. Then kill him. 


Pull out the moveable stone, get behind 
it, and push it forward into the other 
corner. 
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That will open up a new, large, 
Egyptian room. Inside, pick up a Medkit 
in the right corner, and then climb up 
the stones in the middle of the room. 
Climb the ladder, head into the small 
room, and push the stone in front of 
the entrance. Then climb on top of the 
stone and into the crawl space, picking 
up some goodies along the way. Climb 
down and then go out into the 
Egyptian exhibit. 


There’s a grabable ceiling ledge on the 
left. Grab it and swing over to the Save 
Game Crystal. 


LUD'S GATE 
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Turn around and jump back onto the 
swinging ledge. Swing over to the newly 
found area across from you. Press the 
switch to open a door. From a crawl, 
drop down to the ground—you’ll land 
safely. 


From where you stand, look at the 
structure of levels and platforms all 
around you. With the entrance behind 
you, look at how the ladder is broken by 
a doorway on the far side. You need to 
find the switch to close the doorway. 


Climb up the blocks to the ladder. Walk 
over to the ledge on the left and look at 
the single ledge above, near the middle 
of the area. Move to the edge of the 
ledge you’re on, forward jump, climb, 
and pull yourself up. Turn around. 


The switch is located in the area across 
from you. Jump over at an angle (drop- 
ping from here will kill you) and walk 
over to press the switch. Drop down 
carefully. Then climb up the ladder to 
reach the top. 
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Head toward the left. Pick up shotgun 
shells, a Medkit and flares. Follow the 
up-and-down path until you reach a 
slope. Across from the slope is the 
door that you opened previously and a 
ledge. 


Save here. Slide down the slope, and, at 
the last second, jump, and you’ll be on 
that ledge. Walk in and view two hori- 
zontal mummy tombs and a long jump 
ahead of you. 
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The jump is impossible, and so is the 
landing—almost. 


You may miss and die, in which case, 
you’ll need to try and try again. You fall 
down a stupendously long chute and 
then you’re pushed through the water 
until you reach an opening. Climb up 
onto the landing and grab a few 
Harpoons and then jump back into the 
new pool, but go slightly higher and 
head into the red brick area. Swim to 
the new area and see a Save Game 
Crystal blocked by a window. 


Across from the window in the corner is 
an underwater lever. You may need a 
flare to see it. Pull open the lever to find 
a brand new area just above your head 
and to the right. 
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And then you’ll see something really 
cool! 


ji 


Enter the hatch, get out of the water, 
climb up to the top of the narrow 
crevice, and you’ll see the enemy base 
through a giant window. Walk across 
the window until you see a switch that 
lets you in to that area, and jump back 
into the water to find it. 
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When you swim through the opening 
into the enemy base, stay underwater 
for a while—you don’t want to be seen. 
An alarm will go off, and there are more 
than just the two enemies you can see. 
Swim into the area, and then follow the 
path until you’re in a clearing and 
behind a box or two. Don’t surface until 
you’re hidden at the far end. On the 
island across from the guys is an under- 
water tunnel. Swim to that area, and 
before you enter, surface and take a 
deep breath. 


Light a flare and then go underwater. 
Inside this underwater area is a lever 
you need to pull. Pick up some Shotgun 
Shells and take off. The lever opens a 
new area just to the left of that 
entrance. Go in there for some ammo 
and a small Medkit. 
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Swim out and then back to the 
entrance, underwater, of course.A new 
and very important opening has 
opened. Go back to the entrance, hang 
left, crawl up onto land, and sneak 
around the boxes. Then drop back into 
the water—all of this in the face of the 
enemy, yet behind boxes. 


Follow the snowy path and light a flare. 
Perform a side jump to get up on onto 
the concrete, and then turn around.A 
small crawl space is open with some 
goodies behind it. Crawl back out and 
watch out for the few guards in this 
brick backstreet area. At the end of the 
path is a slope that ends in water. By 
now, the alarm has probably gone off, 
but it doesn’t matter. Just get your har- 
poon out before you jump into the 
water, because two scuba enemies are 
waiting for you. Once you've killed off 
everyone in the area—and those 
should be your last two—hop around 
the islands and pick up all sorts of 
goodies. Find the box, and look behind — 
it. 


Now return to the water area where 
the scuba guys were. Jump in. With 
the slope that you fell down to your 
left, swim down deep and follow the 
underwater path straight, and then to 
the right. You'll finally find that first 
area with a Save Game Crystal and a 
yellow item. The yellow item turns out 
to be a handheld underwater jet. Yeah! 


In that same area, pick up a Medkit 
and loads of harpoons, and then swim 
back to the sloped area with your new 
toy. Activate it by pressing action; 
drop it by pressing the circle button 
and Right on the D-pad. 


Save! Now take a deep breath and get 
ready for the time of your life. Facing 
the slope, dive down under it.A long 
underwater path takes you inside a 
massive underwater cave with several 
subcaves to be explored. 


First things first. Check out the 
Alligator (in England?). Your sub 
shoots harpoons with the action but- 
ton, so kill this guy first, before you 
run out of air. The best way to orient 
yourself is to remember the tunnel 
from which you came. 


On the right side (if your back is to the 
entrance), top left, is a cave with an air 
duct. This will become your new home. 
After killing the Alligator, go there and 
refresh. Save here, too. Now, go out and 
face left, where you entered. On the 
top left of that same side is a cave. Go 
in and turn around, and then release 
your sub. Swim over to the left and pull 
on the lever. 


That lever opens up a new area. This is 
a much harder area to work with—it 
will take some practice. Now catch 
your breath again in the air cave. 


With the entryway on the bottom 
right side, go above into a greenish 
cave, and follow that to the end. Pull 
the lever there and zoom back to the 
air cave. There is at least one more. 
Directly across from the air cave is a 
red cave. That’s the next spot with a 
lever. Zoom in, drop the sub so that it’s 
facing out, and then pull the lever. Now 
two really annoying harpoon men are 
coming your way. Zoom back out and 
hit the action button to knock them 
out, and rush back to the air cave to 
refresh. 


103 


= 
pas 
a5 
an 
5 
=] 


There is one last task: to get out from 
this Loch Mess. From the air cave, take 
an immediate right into a yellow cave, 
and follow it to the right.An opening at 
the far end and at the bottom will lead 
you to an opening that leads all the way 
back to the surface. You’d better hurry. 


Climb out and take a look around.A 
cave is in the waterfall, and behind you 
is a set of flames that can kill you. 


To get to the cave, face the flames and 
dive into the water. Turn around. Locate 
a lever on the wall, and pull it to turn off 
the flames. Climb back up and then for- 
ward-jump onto the platforms now that 
the flames are off. On the second plat- 
form, jump up onto the slanted metal 
for some clips and a Medkit. From the 
second platform, perform a running 
jump to the ledge. Take the hallway to 
the right, and you’ll hear some drum- 
ming. When you round the corner, you’ll 
see three metal pistons. 


You can walk through the pistons with- 
out getting hurt if you do it carefully. As 
soon as a piston lifts, walk by. Do that 
two more times, and then climb up to 
the waterfall area. You simply can’t 
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make that jump. But you can take a 
running jump to the climbable mesh- 
metal nearest the waterfall. Get to the 
opening, turn, cling, and crawl in. 


Now that you’re in, you can finally use 
that Boiler Room Key. Enter the new 
room, and hit that button. Climb out of 
that area, fall back into the water, and 
go through the circle again so that 
you’re on the high ledge that led you to 
the opening in the waterfall. This time, 
jump across and cling, and then follow 
the mesh on the ceiling to the other 
side. Drop down to pick up flares and 
some ammo. Follow the new path until 
you reach a dark drop. The only place 
to go is across, but the jump is too far. 


Guess what? It’s back to the sub. The 
room you opened is underwater. Go 
down to the bottom, and head for the 
brick room. At the end is an opening. 
Go through it, all the way back to the 
top, and then climb out. 
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You might see some Alligators there at 
the bottom, but don’t bother them. Hop 
out and then carefully jump past the 
swinging cleavers, walk past them, and 
then hop to the next area. Walk down 
the hallway, and take out the watchman, 
who starts shooting as you go. Then 
look out over the great hall. 


Just as you pass the swinging levers, 
before the watchmen look up to the 
left, you’ll find another shaft. Climb into 
it and follow it to the “Great Hall.” Doa 
run-jump to the top ledge, let go, and 
grab onto the ledge below. Climb into 
the crawlspace and follow it to exit the 
level. 
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City 


This woman has something you want, 
and she’s the most powerful adversary 
you’ve met to date. 


out the office 
door, run to the 
right to hide from 
| her powerful 


Then, start up a phenomenal path to 
climb to the top of the city’s highest 
building for a full-on war. 


Essentially, you 
climb back and 
forth on your side ass 
of the building 
three times until 
you make the 
jump over to her 
neck of the woods. 


The best strategy is to find a good open 
space in which to jump around.Why? 
Because she shoots three kinds of power 
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blasts: the regular, painful type; a giant, all- 
powerful blast; and then a force field blast. 


| deal with the third 
kind until later. 


| But you’ll want to 
do the slowing 
monkey-bar style 
climbs after she’s dealt the big blow. If you 
get hit, you lose mega-health. 


On the travails up 
| the building, you 
need to press a 
switch on a white 
beam. 


Don’t miss it. When you reach the top on 
your side, it’s time to make the jump. Do a 
running jump to the scaffolding that 
makes a bridge directly toward her. On the 
opposite corner, you'll find an electrical 
box. Shoot it to fry her. Now jump back 
across the gap you just jumped, and then 
jump to her side of the buildings. Make 
your way up the paths, making sure you 
don’t hop up on the ledge located below 
the ledge with the artifact. It still has elec- 
tricity going through it, so make your way 
up and around to the other side of the 
bridge, where you’ll find a switch to turn 
off the electricity. Grab the artifact to go 
to the next level. 


NEVADA 
Nevada 
Desert 


Head straight, veer to the right and 
back to the left so that you can go 
between the small valley behind the 
pool of water. 


Follow the path back and to the a 
where you’ll make 
another right. 
Climb up the 
three ledges, slide 
down the slope, 
jump before 
reaching the bot- 
tom of the slope, 
and pull yourself on top of the ledge. 
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f Do a running 
jump to the next 
ledge, and then 
pull yourself up 
to the ledge to 
the right. Follow 
ES ata the path, taking 
the first path to the right that ends 
quickly. Jump diagonally right, onto the 
lighter colored cliff ledge. Follow the 
ledge around, preparing for a Snake in 
the bush at the end of the ledge. Do a 
running jump to the next ledge, and 
then jump to the ledge after that. 
Follow this ledge to the end and jump 
to the slope on the right. Slide down, 
grab the edge, shimmy over to the left, 
and drop to the ledge below. Head up 
to the flat part of the ledge, do a run- 
ning jump, and pull yourself up to the 
ledge to the left. 


Climb up to the 
next ledge, and 
then hop to the 
next one after 
that. Take out 
the Snake and 
proceed up the [i 
path. Drop down pi 

the hole in the center of the large 
green area, into water. Follow the 
underwater passage to the left and 
then surface. Follow the path until you 
come to the cliff side. 


Go to the right 
corner and do a 
running jump 
diagonally to the l 
little triangular | 
ledge to the 
right. Now doa i Ra 
standing jump diagonally “tai pul your- 
self up to the ledge to the left. Do a 
running jump to the ledge located to 
the left and below, and follow it around 
the side of the mountain. Step up the 
little ledge and then pull yourself up 
the next, larger ledge. Now turn to the 
left, do a running jump across the 
chasm, and grab the cliff side. Climb up 
the cliff side and follow the ledge to 
the left, alongside the mountain. Hop 
to the little triangular ledge and step 
up to the next ledge, getting ready for 
a Snake behind the bush. Walk forward 
to the end of the ledge and turn to 
your right. 


se Jump diagonally 
; £. to the left, to 
i a the little ledge. 

_ nae Now turn to the 
~~, ¢ right, drop back- 
_ ward of the cliff, 
grabbing onto 

-~ the ledge, letting 
go, and then grabbing the ledge below. 
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Shimmy over to 
the left, and pull | 
yourself up at the | 
edge. Turn toward | 
the waterfalls, ' 
jump up, grab the | 
ceiling, and shim- í 
my over the gap, to the wall on the 
right. Once on the wall, climb to the 
left, and drop to the ledge in the middle 
of the cliff side. 


Follow the ledge, 
jump, grab the 

= wall ahead, climb 
=ù" to the top, and 
back-flip to the 
ledge behind you. 
Turn left, jump, 
and pull yourself 
up to the ledge. Slide partially down the 
other side and jump to the next ledge. 
Jump diagonally to the right and grab 
the small crack in the wall. Shimmy 
over to the right and release above the 
sloped rock. Slide down, and back-flip to 
the ledge behind you. Turn to the right 
and do a diagonal running jump to the 
little ledge against the corner. Now do a 
diagonal running jump to the ledge 
across the water to the left. Follow the 
beach back, around to the right, and 
behind the waterwheel machine, 
preparing yourself for a Guard. Keep 
going around the waterwheel machine 
until you come out on the other side, 
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where you’ll notice a ladder leading up 
one of the support beams. 


5 Climb up the 
_ ladder to the 
| waterway pas- 
sage. Follow the 
jfi path to the right 
//} and jump into 
d the water on the 
left side of the 
dam. Swim down and to the right. At 
the end of the right wall, pull the lever. 
Now swim between the two large, yel- 
low supports and downward, where 
you'll find another somewhat hidden 
lever, above the passage that leads 
ahead. 


Pull this lever 
and follow the 
passage ahead. 
When you come | 
around the first 
right, there will | 
be another lever & 
on the right. Pull ~~ 
this lever and follow the passage to the 
surface. 


Pull yourself up 
| into the hall, run 
to the other side 
of the hall, and 
| push the button 
| to open the gate 
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to the Key, back near the waterwheel. 
Now hop out the side, back into the 
water, and pull yourself up to shore. 
Drop down into the now dry side of the 
dam by using the highest part of the 
area below that the ledge will allow. 
Follow the path, jumping down to the 
ledge below, and not into the water. 
Now do a standing jump to the ledge 
below and a running jump to the next 
ledge. Do another running jump to the 
next ledge, and drop to the beach 
below, using the slope to the left, and 
not the one straight ahead (you’ll end 
up in the water if you go straight). Do a 
running jump across the water, and run 
back around the back of the waterwheel 
to get to the other side of the beach. 
Along the right wall, there is a passage 
that leads to a lift, which holds the Key 
that you need. Follow the path and be 
ready for a Guard. 


Go around to the other side of the lift 
and grab the Key. Now head back out to 
the beach. Go to the right. Use the 
same ledges to get back to the two 
waterfalls. Do a running jump to get to 
the first two ledges. Do a standing jump 
to get to the ledge between the two 
waterfalls. Then do a running jump to 
the ledge on the left that you back- 
flipped onto earlier. Turn around and do 
a standing jump to the wall ahead of 
you. Climb down so that you can back- 
flip onto the ledge behind you (line it up 
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so your waist is about even with the 
ledge). Turn around, go to the other 
end of the path, jump diagonally, grab 
the wall, and climb up to get to the 
next area. 


Walk over to the detonator switch, use 
the Key, and immediately jump out of 
the way to avoid a boulder that will 
come from the dark hall. Head down 
the slope and use the rocks to the left 
to get up to the ledges along the ceil- 
ing. Turn around and do a running jump 
to the little, triangular ledge, and 
another running jump to the next 
ledge. Pull yourself up into the crack in 
the wall above, and proceed into the 
next area. Hop down into the secured 
area and make sure you don’t touch 
the electric fence. Follow the path 
along the electric fence until you come 
to a small hole in the wall. Pull yourself 
up to the hole and crawl through the 
passage. 


When you come to the part where it 
drops down, jump and pull yourself up 
to the ledge above instead. Pull up 
onto the ledge above and to the right, 
and drop into the water. On the back- 
side of the column in the middle of the 
room, you’ll find a lever to pull, which 
will open a door. Pull the lever and 
head back to the area in front of the 
security complex. Follow the path 
down into the large opening in the 
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mountainside on the left. After going 
down the slope and to the left, get 
ready for two Snakes, one in the open 
and one behind the bush. 


Go through the doorway you opened ear- 
lier and pull the lever to open another 
door. Head back to the small opening in 
the wall, but this time, drop down instead 
of jumping up.When you come out on a 
different side of the security complex, get 
ready for two Guards. Head to the back- 
side of the water tank above, and you'll 
find a ladder up into the tank. Climb the 
ladder and hop into the water. Pull up to 
the ledge and do a running jump over the 
electric fence, into the compound. Get 
ready for two Guards outside and two 
Guards in each building. 


Get on the ATV in the warehouse and 
ride up the ramp, onto the roof of the 
main building. Get off the ATV and grab 
the Access Card near the back of the 
house. Ride the ATV back down, off the 
roof, and dismount. Go inside the building 
and use the Access Card to enter the 
generator room. Pull the lever to turn off 
the electricity. Push the button at the 
main gate to open the gate, and ride the 
ATV out. 


Go down into the large opening in the 
mountain side, where you opened the 
door earlier, and use the ramp to jump 
the electrical fence into the next level. 
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High 


Security 
Compound 


After you break up your ATV trying to 
break into the high security com- 
pound, you’re captured and put into a 
cell, stripped of all of your weapons, 
flares, and other gadgets. 


Walk over to the 
window and 
climb up.A few 
green lights 
warn the MP 
outside, who 
| comes in to 
rough you up. 
He’ll kill you if you don’t run away. He’s 
fast, too. So, as soon as you leave the 
room, run off the balcony as he takes 
the stairs. That way, you’ll have time to 
elude him. Now you need to free other 
prisoners. Run back upstairs and open 
as many cell doors as possible. The 
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newly released prisoners will take out 
the MP, but they won’t touch you. Open 
all of the cells to let the prisoners out. 
They’ll thank you in kind by killing MPs 
later on. Great relationship, eh? 


Now, with your cell to your back, cross 
over to the other side of the upstairs, 
and go up to the room with the open 
door in the corner, and look for the 
wash bin. Climb up into that area and 
push the marked block backward, 
revealing a crawlspace. Crawl in, pull 
back the next one, crawl back, and you’ll 
see a hole in the roof, which you’ll crawl 
out of. If you shuffle the left block a lit- 
tle before you leave, you’ll discover a 
secret and pick up a Medkit. 


It’s dark, and visibili- § 
ty is bad, so walk, 
and don’t run. You'll 
reach an area filled 
with barbed wire. 
That stuff will kill 
you, so perform a Keyeard TypeA 
running jump over —. 

it. Later down the corridor, more barbed 
wire will appear. This time, climb up 
around it on the left, walk to the end, 
and then drop down in the little area 
with a switch in it. Pull the switch, climb 
back up, and climb down into the open- 
ing in the middle of the barbed wire. 
Climb down about a body length, climb 
to the side, and drop to avoid a harsh 
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death at the bottom. Follow the tunnel 
for a while and skip the first drop hole. 
The second puts you right where you 
want to be. Locate a switch right on 
the wall next to you, which opens the 
security door, and watch the MPs get 
murdered. Pick up his Keycard. 


) With the jail cell 
| room behind 

| you, run out into 
the new rooms 
straight ahead. 
Turn left at the 
end, and head 
down to a bath- 
room. Pass through that and into a 
storeroom with a few boxes inside. 
One in the far corner is moveable. 
From the entrance, there is a hole in 
the left hand corner in the ceiling, so 
move that box over to it. Climb into 
the dark red room. Behind one of the 
tubes is a switch, which fills up the 
room you just left with water. Jump 
back across, jump into the water, and 
then cross the room to the opening in 
the ceiling. Pull yourself up into a dark, 
narrow hallway. Walk slowly. Turn to 
see the light. Walk toward it, but stop a 
space or two ahead of it because 
you’re approaching a trap. Angle your- 
self and jump over to the lit hallway 
and climb down. One hallway down, 
walk into the area with a yellow light, 
press the switch there, and then 
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retrace your steps back to the area 
from which you came. 


In the dark room 
now, drop down 
and you'll find 
yourself on a 
stove—one that 
you just turned 
» off. From the 
kitchen, you’ll see 
dangerous fans 
with a Save Game 
Crystal between 
them. That’s for 
f later. Walk across 
the room to open 
W the door, and turn 
left to open the 
next door. A military man will come out 
and start clubbing you. Get him to fol- 
low you back into the room from where 
he came, and then close the door. He’ll 
get sandwiched and die in there—clum- 
sy fool. In that room, locate the switch 
to open up the gates on the sides of the 
fans, and then climb up there to get the 
Save Game Crystal. Don’t step past it, 
or you'll fall into a barbed wire death- 
trap. On the shelf 
below, you’ll find a ae 
Medipack. | 


Carefully jump 
behind the fan on 


the right, and then press against the 
right wall. Drop down, and you should 
avoid dropping into the pit. Turn 
toward the wall, jump up, and ee 
yourself through __ 

the crawl space. f= 


You’ll appear 
underneath a 
cell, and then 
you’ll climb up 
into it.A cell- = 
mate will be standing there. You can’t 
press that switch yet. Turn around and 
jump up into the open area behind 
you. Climb up until you reach a green- 
lit area with a guard. He’ll chase after 
you. Let him. Run out of the sloped 
area, past the door on the right, and 
then turn right where you see green 
trip wires. Lead him there, and then 
get the heck out, because an auto fire 
gun will soon be triggered. Grab from 
him a Keycard Type B. Then, head back 
to the door you ran past, insert the 
Key, enter the room, and hit the switch 
that turns off the tripwire. 


Now, instead of racing through the for- 
merly closed off area, turn to the left 
and drop down a few levels into a cell 
area. Open the cell with a prisoner in 
it. The cellmate will run out and go kill 
a Guard who would otherwise terror- 
ize you. That Guard was holding a 
Yellow Security Pass. You’ll have to 
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search on the ground for it. Check the 
hallway nearest the sandy, open area with 
the turrets in it. 


Once you have 
found the Yellow 
Security Pass, go to 
the giant door in 
the sandy, open 
area. Look for the 
key slot to the left 
of the giant door. 


The Key will open 
the metal door right 
next to you. Pass = 
through it and follow 
the path past a jet A 
on your right. Follow A 
the path to the 
right, and then 
crouch through a crawl hole on the right. 


Crawl all the way 
to the last post 

| and then hit the 
switch there, 
which will set off a 
trip wire, toasting 
your friend with 
the gun. It will also 
open a door you’ll need to get through. 


Save here if you can. Jump over the wire 
with a well-timed running jump, and then 
run through the door. 
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| opening, and look 

around the huge 
| new room. You'll 
> ¥ wae? want to go up to 
the top. Follow it to until you need to 
climb up, and then stop. On the surround- 
ing wall is an opening. Turn toward it. 
Look down on your left and you'll find a 
platform. Jump down to it, and then for- 
ward jump to the opening in the wall. 
You'll follow a path to a ceiling opening. 
Jump through. Facing the window, look 
right for a switch and press it. 


Now get out of | Sud 
the room and fol- | 
low the hallway | 
right, to the sea 
path you were on | 
before. Now go to | 
the top and climb | 


up to the radar. Save hens 


Jump down the shaft. You'll land in water. 
Swim into the corners of the pool to 
avoid the fans.At the top of the pool is a 
platform. Swim to it. Below you is a hole 
with a Save Game Crystal in it, but a 
strong fan will slice you up just after 
receiving the Crystal. From the platform, 
look to the right and find a narrow shaft 
to a safe place. There is also a series of 
jump spots on the surrounding slanted 
walls. With the wall to your back, turn left 
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and jump to the slanted wall—it’s safe. 
Follow the flat spaces along the slanted 
walls toward the third with an opening in 
it. Climb in. 


At the end of your crawl, walk to the end 
of the path, hit the switch, and then make 
your way back. 


Jump back into the water, swim into the 
corridor located in the corner ahead and 
to your right. Pick up the small Medkit 
along the way. Crawl through the crawl- 
space. Once you’re through, turn right and 
run through the open door at the end of 
the hallway in order to avoid the MP doing 
his rounds. Once inside the control room, 
press the switch on the wall to your left to 
close the door and lock the MP out. Climb 
up the first ladder on your left as you 
walked in. 


Follow the corridor, jump across the hole, 
climb up the ladder, and proceed down the 
hallway. Turn right and sneak by the guard 
down the hall to the left. At the end of the 
hallway, there is a small crawlspace. Climb 
into the it and retrieve the Yellow Security 
Pass. Make your way back to the control 
room. In the control room, there is a 
receptacle for the Yellow Security Pass. 
Use the Pass to shut off the fan in the 
middle of the pool. 


Climb up the ladder next to the comput- 
ers, jump off the ledge, dive into the water, 
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and go through the central passageway, 
which is now safe to swim through. 
Follow the path, picking up the Flares and 
the small Medkit along the way. Press the 
switch to open the door. 


In the next room, swim up and pull your- 
self out of the water and onto the plat- 
form.Watch out for the laser beams— 
they sting. Jump over the laser beams 
and into the water on the other side. 
Follow the path to a green circuit hall- 
way. Pull yourself out of the water on 
your left. Crawl through the crawlspace. 
Once through the crawlspace, stop and 
turn to your left. Climb over the blocks 
and press the switch on the wall to open 
the weapons vault. It’s pay back time! 
Reclaim your Pistols and pick up the full 
Medkit and Desert Eagle. Make your way 
back out, but beware of the laser beams 
that are activated when you exit the 
weapons vault. Carefully, walk out of the 
room, and make sure not to trip the laser 
beams, or the autoguns will make you 


pay. 


Once you have made it back out safely, 
you will see a prisoner hanging out and a 
hallway with a conveyor belt to the right. 
Go down that long hallway. Take out all 
the Guards and Dogs you encounter. 
Search carefully on the ground. One of 
the Guards you killed dropped a Blue 
Security Pass. Pick it up, climb up the lad- 
der on the wall, and use the Security Pass 
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to open the door to another control 
room. Upon entering the control room, 
quickly dispose of the Guard inside. 
There are two switches in the room 
when you enter. Don’t press the one in 
the far right corner of the room, unless 
you want to tango with more Guards. 
Instead, press the switch that is closest 
to the door to activate the conveyor 
belt. 


Make your way back to the room with 
the prisoner. At the end of the conveyor 
belt, there is now a large box. You can 
use this to climb to the ladder. Once at 
the top of the ladder, turn around and 
grab the mesh on the ceiling. Use the 
mesh to monkey-swing over to the 
ledge on your right. Look up and climb 
through the opening in the ceiling. Take 
out the Guard on this level, and take his 
Security Pass. On your way back out, 
pick up the Save Crystal and beware of 
the yellow laser beam in the center of 
the room. Drop back down and use the 
Security Pass in the receptacle to open 
the gate. 


Go through the open gates and pro- 
ceed to a loading dock. Take out the 
last couple of Guards here and hop 
into the back of the truck. Enjoy the 
ride to Area 51. 


NEVADA 


deia 


e 


Welcome to Area5 1. In this area, you'll 
be avoiding Guards and infrared laser 
traps, while not firing your guns in 
order to avoid setting off the alarm. 


As you come around the first corner, 
get ready for a Guard. Don’t shoot at 
him. Instead, run past him and into the 
armory in the left corner. Grab the 
MP5 and ammo off the floor, push the 
button on the wall, and jump over the 
laser trap to lock the guard in the 
room. 


Push the button on a nearby wall to 


open the gate next to it. Crawl through 
the gate and pull yourself up to the 
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ventilation shaft 
in the next room. 
Coming around 
the first corner of 
the ventilation 
shaft, watch out 

me | for the laser trap. 
Go to the right. A large Medikit is on 
the left. Keep crouched to avoid the rov- 
ing laser above, and time your move- 
ments so that you can pull yourself up 
to the ventilation shafts above. 


When you get to 
the end of the 
shaft, a Guard will 
notice you. Run to 
the other side of 
the room and 
turn on a laser 
barrier. Ignore 
him for now and pull the lever on the 
wall to open the door to the left. 


There’s a prisoner 
inside that won’t 
hurt you unless he 
is provoked. Now 
crawl under the 
first laser barrier 
~ and go down the 

passage on the 
right. Climb up to the shaft above, and 
continue into a larger room with a gun 
turret on the ceiling. Ignore it. 


Continue forward and up to the ramp 
to the left. Follow the hallways to the 
right and pull the lever on the wall to 
drop into the outside area below (while 
avoiding the Guard). 


In this area, there 
are Dogs anda 
Guard with a 
laser-sighted 
pistol. 


It’s okay to shoot the guys out here—it 
won’t set off any alarms. Hop down 
into the middle area and pull the lever 
on the wall. 


Now find the 
trap door in the 
floor and drop 
into the level 
below, where a 
Guard is waiting. 
Crawl under the 
open gate in the 
corner and continue forward until you 
find another trap door in the floor. 
Drop through the trap door and take 
out the Guard. 


Head in the opposite direction of the 
Guard you just took out, and pull the 
lever next to the door in order to 
release a prisoner. The prisoner will 
take out a Guard for you. Head down 
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the hall, and after you cross the glass 
floor, look to your lower left to find a 
passage. Take the passage and meet up 
with the prisoner on the other side of 
the passage. Take out the Guard at the 
end of the hall and push the switch on 
the computer next to him. 


Now head back to 
the middle of the | 
hallway to an area | 
with an orange 
passageway anda | 
door to each side. 


- Let the prisoner 

| walk into the 

| orange passage 

| before you, setting 
off the two side 
doors. Walk toward 
the orange pas- 

' sage. The doors will 
open up on both iki: and release two 
Guards. Take them out and pull the lever in 
the left room to open a grate in the right 
room. Crawl through the passageway you 
just opened. You should see your prisoner 
friend on the other side of a green laser 
alarm. Do a side flip-jump over the green 
lasers to avoid setting off the alarm. 


Your friend will take out the Guard for 
you. Follow the ramp up and to the 
right when it splits. When you get to the 
missile silo, drop down and climb up the 
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ladder on the 
other side of the | 
room. Grab the 
Code Clearance — 
Disk off the ledge | 
and head back to | 
where the path 
split (where you went to the right). 


= This time, go to 
the left and drop 
= into the missile 
a) room below. 
we Se, _ Make sure you 
TES jump over the 
ae S green alarm 
lasers on the 
floor and insert the Code Clearance 
disk in the rusty colored computer. 
This will raise the missile in the middle 
of the room so that you can use the 
missile’s platform to do a running jump 
to the ladder on the column next to 
the missile. 


Climb the ladder, gaa 
take out the 
Guard, hop 
across the gap, 
and pick up the 
Hangar Access 
Key that the 
guard drops. 
Head back to the missile silo room and 
go through the opening in the base of 
the room. 


Follow the hallway past the hole in the 
floor to a lock and door. Use the Hangar 
Access Key to open the door and enter 
the room. Prepare yourself for a Guard. 


Hop down below the electric rail and 
run to the left, looking toward the rail. 
At the end of the passage, you’ll find a 
ladder leading up to a room with a 
switch. Push the switch and climb down 
the ladder. Crawl under the rail and 
climb the ladder on the other side. 
Jump on top of the rail car and pull up 
to the hallway above it. Walk across the 
first set of floor grates, and use the ceil- 
ing to monkey-bar swing over the sec- 
ond. Drop down to avoid the laser trap, 
but make sure you don’t drop down too 
early. At the end of the passage, drop 
down to the ledge below, and do a run- 
ning jump over the electric rail. 


) Follow the hall- 

| ways in the left 

f corner, ready for 
] at least two 

| Guards. You'll 

| come to some 

| green laser 

~ alarms.You can 
jump over all three of them. Continue 
down the hall and over the stack of crates. 
In the large computer room ahead, there 
will be a guard. Climb up on top of the 
central computers and jump to the walk- 
way on the left. 
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Push the button to open one set of 
doors. Now quickly run and push the but- 
ton on the opposite, upper walkway to 
open the second set of doors. Quickly run 
through the doors before they close. 


Pull all the levers along the wall. Exit the 
room through the door to the right of 
the double doors through which you 
entered. Head back over the crates and 
through the doorway you just opened 
with all the levers. Push the button in the 
far right corner, climb to the top of the 
ladder next to it, and back-flip onto the 
platform behind you. Do a running jump 
to the second beam against the right 
wall. From here, do a running jump to the 
high central platform below. 


Hang and drop down onto the UFO and 
grab the Launch Code Pass off its roof. 
Now head back to where you were on 
the rail car’s roof. Continue back down 
under the electric rail and up onto the 
boarding platform. Head through the pas- 
sage on the right and climb down into 
the hole in the floor. Push the button at 
the end of the hall to open the door. 
Head to your right, where you'll see a box 
in which you can insert the Launch Code 
Pass. After inserting the pass, the glass 
cover on the other side of the box will 
open, revealing the launch button. Press 
the Launch button and quickly run 
through the door that opens behind you. 
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Go back to the missile silo room and 
climb all the way to the top, where you'll 
find a Guard and a switch to push. Push 
the switch and go through the doors that 
open. Go through the passage, jump the 
laser trap, and crawl into the next hallway 
area. Follow this hallway until you emerge 
at an outside area where there will be two 
Guards waiting. Head down the ramp into 
the little room, where you'll find a Guard 
who has another Code Clearance Disk. 
Grab the Disk, push the button on the 
wall, and go through the trap door that 
opened outside. 


Follow the passage, running and ducking 
under the laser trap, and using the 
scaleable wall to climb down the pit. Now 
head back up the sloped hallways and into 
the room behind the UFO. Insert the 
Code Clearance Disk into the computer 
to open the door into the next room. In 
this room, you’ll find an alien on an operat- 
ing table. Head back into the previous 
room and go through the door that 
opened up, straight back into a whale tank 
room. 


Now head back to the UFO and climb up 
into its belly. Climb up into the second 
floor of the UFO, where a Guard will be 
waiting. Proceed up the ramp and climb 
up into the control room of the UFO. Take 
out the two Guards and grab the Artifact 
in the middle of the room to exit the level. 
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Antarctica 


until you reach the ice steps. If you fall 
into the water, you will see a body heat 
meter appear that will monitor your 
body heat loss. Get out of the water 
quickly before Lara freezes and dies! 
sii i, You can’t enter 
Hf the shed right 
,, now, so climb up 
the ice steps to 
the highest 
point. 
j 
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Jump straight up 
and grab the ice 
to ‘hand-walk’ 
across to reach 
the ice ledge ps 
nearest the ship. |. F. 


It’s not necessary ™ | . 
to go all the way to the end of the over- 
hang. Drop down just before you reach 
the end. 


Jump across to 
the ship’s bow, 
and then drop 
down to the ship’s 
hold. Follow the 
gangplank down 
and look out for 
the gun-totin’ 
Thug below. Follow the hall around to 
the ship’s engines. Climb up behind the 
engines and hit the switch. 


Drop down and 
follow the hall. 
Watch out for the | 
Gunman in the 
alcove as you 
reach the door- 
way. Press the 
button and go 
through the now 
opened door. 
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Follow the path 
around to the 
right, and drop 
down into the 
next hole. Follow 
the path around 


| 


to a ledge. Climb “SSSA 
up to press the switch to make the life 
raft drop. 


3 Backtrack to the 
_ area where you 

— dropped down. 
You’ll find 

| there’s a hole in 
the ceiling. 
Climb into the 

~ hole and follow 
it around to the 
ship’s deck. 


a 


in the ice wall. Jump acros: 


to the hole and climb 
Save Game Crystal. 


Back-flip from ————=——_ tis 
the overhang y : 
above where the © 
life raft dropped. 
From the icy 
ledge, you can 
drop down to the 
water and get 
into the raft. 


ANTARCTICA, "= 


Take the raft 
around the boat 
to reach the hol- 
lowed out area in 
the ice. 


TIP: To find another secret, follow the water path in the 
i imb up to the ledge 
above, and as you slide quickly grab onto the 
ledge on the opposite si Hon as you reach the 
ow to reach the large 


ck. 


Back in the raft, 
continue to follow 
the water path. If 
you’re feeling 
brave, there are 
flares in the water 
outside the ledge. 
Quickly climb out 
of the raft and blast the Gunman 
waiting on the 
dock. 


The RX Tech 

building is locked, 
so walk around to —_ 
the back of the 


building and climb up. Follow the over- 
hang path to reach the snow-covered 
slope. Blast the bad guy as you follow 
the snow path around. When you reach 
the clearing, watch out for the Wolf 
attack. 


Enter the dark 
hall and be on g pur A 
guard for | a ‘ 
another Wolf and 
Gunman to 
attack. Follow 
the hall around 


to another 
clearing. 


Head to the 

right and cross 

over the wooden 

bridge. Take out 

the Gunman 

_ waiting on the 
4) other side. 

muy Follow the path 

to the 


kennel area. 


Follow the snow 
cavern on the 
opposite side of 
the dog kennel to 
a fire-ravaged 
building. 
Investigating . 
inside the building, — 
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prepare yourself for an attack by a half- 
man, half-dog creature. Don’t let it spit 
its yellow bile at you, or you'll get 
poisoned. 


Enter the build- 
ing straight 
across, and drop 
down to the hole 
into which the 
pipe drops. Turn 

the first and third 
~ valves to green. 
This will open the door in the area 
above, allowing you access to the gener- 
ator. Go back to the ladder and climb 
up to return to the generator room. Go 
into the caged area and throw the 
switch to turn on the generator. 


TIP: You can di rn on a poster inside 
the building next to the but you don’t have to go to 
that area because the val ce is provided for you. 


Exit the building 
and return to the 
kennel area. Press 
the button on the 
kennels and get rid 
of the Dogs inside. 
Inside the building 
within the kennel 
area, be on the 
alert for a wandering Dog inside. You'll find 
the Gate Control Key on top of a desk in 
the back corner. Be ready for a Gunman 
attack after getting the Key. 
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Exit the building 
and cross back 
over the bridge. 
Go to the right 
of the building 
and through the 
cave to a clear- 


ing, and an attack by two wolves. As 
you circle around the path, you’ll reach 
a building where the doors are opening 
and closing automatically. Walk slowly 
up to the doors, and when they open, 
perform a roll to cross over safely. 


Once you have 
maneuvered past 
| all of the auto- 
matic doors, 
investigate the 
| inside of the 
faa building to find a 
Crowbar on top of a crate. Take out 
the two Gunmen inside. After you grab 
the crowbar, shoot the third Gunman 
on your way to the exit. Exit the way 
you entered. Be aware that a Gunman 
will be waiting for you as you exit the 
building. Take him out before you pass 
through the last set of doors. 


~ ANTARCTICA 


Return to where 
you docked your 
raft, and use the 
crowbar on the 
RX Tech building 
door. Use the 
Gate Key in the f 
control panel, then press dis switch to 
raise the gate to the dam. Exit the 
building and take out the Shooter wait- 
ing for you around the side of the build- 


Back in the boat, drive through the 
dam’s gate to the red flag area, and exit 
the boat. Don’t forget to take out the 
Shooter and grab the ammo. Back in 
the boat, continue through the water- 
way until you reach the ice floes. 


| More ammo rests 

on top of one of 

_ the ice hills 

before you reach 

the opening in 

(\y the ice. Climb out 

“4 and hoist up to 
the ledge. Hop up 

the ledge to the clearing and take out 

the Gunman on top. 


Head left up the hill, and take out the 
Gunman below. Do not jump down the 
elevator shaft. Slide down the snow cov- 
ered hill to reach the shack and the end 
of the level. 
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ANTARCTICA 
RX Tech 
Mines 


Leave the eleva- | 
tor shaft and fol- | 
low the hallway 
around. 
Continue passing | 
by the doors. 
After passing the i 
third door, you'll 

hear the door close behind you. Run 
back to the now closed door and crawl 
to the ventilation shaft to the left. 


When you reach the end of the shaft, 
climb the ladder t to the bottom and 

sey Witness a pair of 
| half-man, half- 
| wolf creatures 
being incinerated 


Push the button inside the shaft, and it 
will open up a hallway that leads to the 
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area where you 
saw the creatures. 
Follow the path 
around to an area 
crisscrossed with 
walkways. 


Go to the bottom 
floor and drop into 
the mine cart. Crouch 
under the overhangs 
and hit the switch to 
change the track by 
pressing the X button. 
The cart will stop at a 
Save Game Crystal. Grab it and enter the 
hallway. Press the button to raise a door. 
Follow the hallway through the new 
entrance, and you’ll slide down into an 
area with steam jets coming up through 
the tracks.As you move deeper into this 
area, a large half-man, half-wolf will attack. 


Continue down the hall to the ladder and 
climb up. 


TIP: Keep your eyes open to the right side of the hall, and 
you'll see a small ledge above that Lara can climb into to 
get power-ups. 


Jump off the right side 
of the ladder to the 
hall, and enter the 
second door after 
pressing the switch. 


Follow the hall around and crawl up the 
ramp to a drop. Drop backward off the 
ledge to the control room. Pull out your 
weapon, and a large half-man, half-wolf 
will enter. Take him down and exit the 
room. 


Drop into the 
water and 
retrieve the 
Winch Starter. 
Quickly exit the 
water, go back 
into the control 
room, and exit the opposite door, where 
another half-man, half-wolf waits. 


Down the hall, hit the switch and go 
through the door. Go down the next hall 
and enter the first door on the left, which 
will take you back out to the mine cart. 


ga) Climb into the 
cart and ride along 
the tracks. At the 

| bottom of the first 
é hill, hit the brake 
iby hitting the 


~ From this point 
until the end of the line, keep crouching 
to avoid being hit ” the overhangs. 


i during your ride, the cart will 
f || ae 


TIP: If you hit the 
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At the next stop, 
take the steps up to 
the middle level and 
climb into the mine 
cart. After the sec- 
ond turn, brake the 
cart so you can slow down. Otherwise, 
you'll flip in the next turn. 


Hit the switch to 
stop. Exit the cart 
and perform a roll 
to get past the steel 
spikes. Turn left to 
the hall, and you’ll 
find a steep hill. 
Slide backward 
down the ledge, and then hold onto the 
edge. Drop onto the next ledge. 


Hang from the 
ledge and drop 
down. Run to the 
end of the ledge 
and do another 
drop and hang to 
reach the next 
ledge. 


WARNING Look bef , youdrop It’s a long way to 
the bottom, and be of where you're 
going to “you let go. 


Jump up, grab the crack above you, and 
shimmy to the opposite side. Drop 
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down and grab 
onto the crack 
below you. Now 
shimmy to the 
right and drop to 
the short ledge. 


Jump back up, 
grab the crack, 
and shimmy to 
the left, to the 
largest part of 
the gap. Climb 
up and crawl into 
the small space 
with a half-man, half-wolf coming 
toward you. 


y In this large 

; cavern, grab the 

i side of the metal 

walkway and pull 

yourself up to 

wae grab the 

| Crowbar. There’s 
ammo in the 

water if you really, really, need it. 


Jump from the 
top of iceberg to 
iceberg to reach 
the ladder in the 
opening of the 
wall above. 
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Climb up to the 

1 next hallway and 
j roll past the steel 
f spikes. You'll need 
l; | to take a couple 
of steps under, 

í and then perform 


a roll past the crushing machines. 


Grab onto the ledge 
above and climb up 
several more ledges, 
taking out the half- 
man, half-wolf crea- 
ture. Drop onto the 
track and follow it to 
the cart. 


Back in the cart, hit 
the break as you 
drop, then hit the 
switch as you go 
through the turn. 
Don’t forget to 
crouch when you 
pass by the over- 
hangs. The cart will return to the cen- 
tral area. 
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| Use the crowbar 
; on the bolted 
: | door to get the 


3 Lead Acid 
| Battery. 


Go up to the top level. If you enter the 
room by the cart, be prepared to bat- 
tle a half-man, half-wolf. Otherwise, 
climb into the mine cart. 


Stay crouched in jae 
the cart to avoid Mi 
the steel spikes. 
The cart will 
stop at a crane 
hooked up to a 
mini-sub in the 
water. Jump over 
to the platform where the crane is, and 
insert the battery. 


Hop on top of the crane and use the 
winch on the crane to lower the mini- 
sub. 


u can jump into the 
in the center of the sub 
ipack. 


WARNING These few swims will be extremely 
long, and you may toises large Medipacks 


Jump into the water and swim into the 
bottom of the sub to restore your heat 
meter. Once you have restored your 
body heat, swim down to the door and 
through the small area in the middle. 
Take a hard right, and you’ll reach 
another small area where you can rest 
and recoup your body heat. 


Dive back into the water next to the 
door, head straight up, and climb out to 
the ledge. 


In this new area, explore the region to 
your right before crossing the bridge. 
Cross the bridge and hit the switch next 
to the door. Beware of wandering half- 
man, half-wolf creatures crawling around 


nearby. 
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When you open the door, an alarm will 
sound. As you exit the other side, you’ll be 
in the Lost City of Tinnos. 


Climb back into the mine cart and ride it 
back to the central area, hitting the two 
switches as you go by. 


ANTARTICA 
Lost City 
of Tinnos 


Climb the ladder on the left side of the 
room and enter the hallway to flip the 
switch. Drop down to the right from the 
switch and enter the new hall. Pick up the 
Uli Key from the alcove in the hall. 
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Use the Uli Key in the keyhole to raise 
the barred window, and climb the ladder 
inside. 


When you reach 
the top of the 
ladder, step off 
to the left, and 
turn left to the 

_ alcove. Drop to 
_ the ledge below 
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and lower the switch. Climb back up 
into the window and run straight ahead 
to the next right turn. Slide down the 
ramp and push the switch in the plat- 
form across the room. You will see a 
newly formed stairway in the small 
room off the main hall. The large doors 
you passed on the way to the switch are 
now open, allowing you access back to 
the main hall. 


Climb the ladder 
up to the button 
puzzle. Push the 
first, second, and 
last buttons to 
raise the barred 
door below. 


Be prepared to do 
battle with giant 
green Wasps. Uzis 
and, surprisingly, 
the Harpoon Gun 
work well on this 
enemy. The Wasps 
will continue to spawn from the open 
area high in the wall to the right, so 
don’t bother trying to wait them out. 


When you reach 
the end of the 
broken walkway, 
look to the Save 
Game Crystal on 


to the edge, facing the crystal, then 
back up once before doing a long jump 
to the ice ledge. 


From the Save 

Game crystal, 

| walk forward and 

_ look to the left. 

_ Jump over the 

<- snow mound and 

_ you will land on a 
short ledge. Look 

up and position yourself on the edge of 

the platform to reach the ledge above. 
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When you reach 
the upper ledge, 
look to the right. 
You will see a 
ledge. Perform 
another long 


jump to reach it. £i 
Drop to the 
bridge below. 


> When you reach 

< the end of the 

_ bridge, turn left 
_and enter the 

$ darkened path to 

_get the Medipack. 

Return to the 
bridge and cross 

it, following the hallway down to another 

bridge with a set of steps. 
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1 Two large, 
mutant beings 

t quickly attack 
from the steps. 
Use your rocket 
launcher on them 
to clear the path. 


Head straight 
past the steps and 
exterminate the 
Wasps that will 
attack. You will 
enter a room with 
a light shining in 
the center. Four 
rooms branch from this, each with a dif- 
ferent elemental symbol: Earth, Fire, 
Water, and Lightning. 


Earth Room 


As soon as you enter this path, the gate 
will slam shut behind you. Walk to the 
right, through the muck, until you reach 
the alcove on the right. Beware of 
attacking Wasps during your slow trek. 


Climb the ledges up and follow the path 
past the torches until you reach a room 
with a Mask sitting on the altar. Grab 
the Mask, and the room will begin to 
shake. An avalanche has begun. You will 
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need to navigate 
your way out of 
this area, avoid- 
ing the falling 
boulders. If Lara 
a is hit by any of 
ce CASN the boulders, 
she will take substantial damage. 


Leave the mask 
room using the 
same path that 
brought you 
here. Be on the 
lookout for new 
pits that are A: ba 
forming due to the avalanche. Make 
your way back to the Tiki Torch, and 
long jump to the ledge on the opposite 
side. 


Continue on the 
path, and you 
will come to 
another pit. 
Long jump 
across the pit to 
the opposite 
ledge. Do a diag- 
onal jump to the ledge jutting out 
from the rock face. 


\ 
n 
2> 
= 
= 
= 
= 
Eesi 
© 
Fasl 
— 
= 
=> 
[N 
e] 
© 
—_ 


| 
| 
| 
| 
| 


Walk to the edge 
of this platform 
and jump across 
the chasm to the 
| hall across from 

| you. Quickly 


before boule: pound you. 


Climb down the 
ladder you 
couldn’t access 
earlier and follow | 
the hall around to 
the steep slide. 
Navigate past the 
swinging torches and press the switch. 


Climb the ladder 
up and take the 
hallway to the 
first left. Go 
through the gate, 
head left, and 
you’ll be in an 
area with four 
spots for the Masks to be placed. Place 
the Oceanic Mask you obtained in one 
of the open recesses, and the statue 
above will turn toward the center light. 


| Climb the steps 
| out of this area 
to return to the 
four-door room. 
| A gate is now 

| over the Earth 

M hallway. 


Lightning Room 


Follow the maze of halls. Look for the 
Tiki Torches to guide you in the right 
direction. Head up the ramp and save 
your game so you don’t have to go 
through that grueling process of find- 
ing this room again. 


As soon as you 
step on the 
ramp sides, a 
spike roller will 
start coming 
down the ramp. 
Side jump from | 
ramp to ramp to 
make your ascent to the Mask. 


. A door will open 
| to the right of 
the mask altar. 
Go through the 
| door and head to 
| the water. Jump 
in, dive down, and 
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swim through the 
tunnel. Exit the 
water and head 
down the hall. 
Take the first 
right past the iron 

m gate, and you'll 
reenter the mask room. Place the 
Oceanic Mask in an empty area, and the 
next statue will turn. 


Fire Room 


Enter the fire hallway that will open up 
into a room with pillars surrounded by 
lava. You need to reach the ledge on the 
right side of the room by carefully tra- 
versing across the pillar tops before 
they ignite. 


There are certain 
pillars that can be 
stepped on with- 
out fear of igni- 
tion. As you face 
the pillars, those 
that are safe to 
jump on are: 
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E The first tall pillar on the left, 
front row. 


E Perform a long jump to the first 
pillar on the back row. 


E Long jump to the pillar on the 
back wall next to you. 


WE Short jump to the pillar that has 
the Medipack on it. 


E Long jump to the ledge leading 
out of this room. 


Slide down into a room with four fire 
breathing statues. Back up and perform 
a long jump to an invisible ledge in front 
of you. Watch the fire breathing statues, 
as they will illuminate the invisible 
ledges. 


m= Hop back and 

_ hang back from 

“a | the first ledge 

| until the fire is 

gone. Perform 

another long 

` jump to the sec- 
ond ledge. 

Repeat the process of hanging off until 

the fire is gone. Do another long jump 

to the third ledge, and then long jump 

to the ledge with the switch. 
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Throw the 
' switch. Hop back 
af to the third cube 
5 § and long jump 
Ly hve PEL over to the door 
| ai and exit. 
Climbithe stairs 
to the mask 
room and insert 
the Mask in an 
open slot. Return 
to the four-door 
room and enter 
the Water hall- 
way. 


Water Room 


TIP: Have plenty backpack for this 
trip. The water is dai you need to see to 
navigate your way deadly blades. 


Hang on to the ledge and drop straight 
into the water, avoiding the deadly 
blades. Light a flare and swim below the 
second set of blades. Stay to the sides of 
the walls during your descent, or the 
blades will hit you. 


Follow the under- 
water hallway to 
the next room 
and swim 
between the 
blades, entering 
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the middle entrance on the left. Pull 
the switch that will open an area on 
the right side, parallel to the hall you’re 
in. The switch is timed, so you have to 
press the switch and swim around to 
the other hall before the opening clos- 
es. Swim straight up and grab some air 
at the top. 


When you swim 
into the next 
room, you’ll need 
to navigate past 
two sets of blades 
to a switch in the 
wall. Light a flare 
and pull the 
switch. Swim up through the crevice, 
then down the hallway to the iron gate 
that should now be opened. 


In the next 
room, swim past 
the set of blades, 
into the left pas- 
sage. Pull the 
switch in the 
wall, quickly 
swim back out and into the right pas- 
sage, and back up for air. 
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This area should 
look familiar. The 
opposite side is 
now opened. 
Swim through, 
past the spinning 
blades, and you 
will find another Beeanic Mask. Grab 
the Save Game crystal and pull the 
switch. 


Swim back out to 
the room with 
the four corridors 
behind the spin- 
ning blade. After 
getting some air, 
go through the 
bottom corridor. 
At the back, take a right to the now 
opened passage below the grate. 


The current will take you to an area 
where you can catch your breath again. 
Hop into the water on the other side 
and swim down to a water shaft that 
will take you back up to another switch. 


Pull the switch, and 
you’ll drop down to 
a hallway. Follow 
the hallway around 
to the mask room. 
Insert the Oceanic 
sas Mask and climb 
the stairs back up to the four-door room. 
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Head out of the 
elemental area 
and go straight 
across the 
courtyard into 
the hall on the 
opposite side. 
Pull the switch and enter the next 
room. 


The door behind 
you will lock and 
three caged 
mutants will 
attack one ata 
time. Use your 
rocket launcher 
on these uglies. 


Once the 
mutants are 
destroyed, go 

í into the alcove 

| that the last 
mutant resided 
in. Throw the 
switch inside the 
alcove and climb up to the ledge above 
using the gray stone blocks. 
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Crawl through 
the small opening 
on the ledge 
above to reach 
the next room. 


Climb the ledges 
to make your way 
to the upper 
ledge on the 
right. 


Crawl into the small room, push the 
switch down, and exit the room. 


Make a diagonal jump to the high ledge 


on the right, crawl into the room, and 
push the switch. 
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Drop down the 

_ ledges on the 

_ right to the low- 
_ est platform and 
_ turn around, 

_ making a long 


| jump to the 
ledge now in 
front of you. 


Make a regular 
jump to the 
ledge below and 
hop your way 
down to the 


floor. Pull the 
switch. 


Climb back up the ledges, jump to the 
blue ledge above, and pull the switch. 
After you pull the switch, you’ll drop to 
the lower ledge. 
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( LOST CITY OF TINNOS 


Climb back up again to reach the second 
switch that you threw. Throw it again. 
Crawl back out, and a new ledge will have 


dropped. 


Make your way down the ledges. Then 
hop across the two ledges to the plank. 
Take one step back from the next, to 
the last blue ledge’s edge, and hop over 
to the lower blue ledge. 
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a Pn am 
Monkey-walk over to the switch and 


throw it, which will open the big red 
doors on the floor. 


Make your way back down to the floor 
and go through the double doors. 


Follow the hall around to a large room 
with several pools of water. Go to the 

right around the pool, and you will find 
another Uli Key. Watch out for Wasps. 
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Exit and go to the opposite corner of 
the room, to the ladder. 


Climb the ledge, use the Key, and pull 
the switch to exit this hall. Using the 
Key will put out the flame in the center 
of the elemental room. 


Drop down into the now fireless pit and 
slide down to enter the next level. 


ANTARCTICA 


Meteorite 
Cavern 


After enjoying the opening cinematics, 
where the beast is summoned, Lara 
quickly realizes it’s not time to go yet. 


You’ve got to grab all four Relics from 
the alcoves without getting yourself 
killed in the process. Sounds easy, 
right? Ha! 
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One hit from this mighty arachnid will 
completely wipe out Lara’s health 
meter. Run around the perimeter of the 
pit, blasting the boss as often as you can. 
Try to keep him on the opposite side of 
the pit from you. Remember, if you stop, 
you die. 


After four hits from the rocket launcher, 
the beast will drop to the ground. Try to 
time that fourth shot when you’re in front 
of one of the relic walkways. You’ll have 
precious few seconds to grab that Relic 
before the boss wakes up, so do whatever 
you can to save yourself even a second! 


last you rful beam. Also, 
don’t fall off the edge of ircle, or you'll drop into 


As soon as the spider lays unconscious 
on the floor, grab one of the Relics 
from the four alcoves. You’ve got to be 
quick because this bad boy won’t stay 
down for long. 


After retrieving all of the Relics, the 
egg sac from the ceiling will drop into 
the center pit. You still have spidey to 
deal with, so it’s not over yet. Four 
more hits with the rocket launcher will 
down the spider. 
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Climb up ladder to the entrance ramp 
that brought you into this room, and 
enter the crawlspace now opened. 


Do the hand-walk across the ceiling to 
the stone ledge. Jump from highest 
stone ledge to highest stone ledge to 
exit the crater. 


You’re almost there, but not quite. 
Have your guns ready to take out a few 
more adversaries when you slide down 
the snowy ramp behind the crate with 
the red light. 


You’ll arrive at an installation, being 
met by a few friends. Beware! These 
are not your friends and they will use 
their flame-throwers on you. 


METEORITE CAVERN 


Make your way to the open doorway 
and throw the switch. Run around, 
behind the building, to a helipad and 
your transport to safety. 


Enjoy the closing cinematics—you’ve 
definitely earned it! 


jame after the credits have run, you 

can view all of the cinematics from the game anytime you 

want by loading the now alkilo option, “The Story So 
Far,” in the Save Game Option. 


TIP: If you save you 


LARA IS BACK! 


Save your money for more games! 
This compact guide has everything 
you need to take Lara through her 
newest adventure. 


e Complete Walkthroughs for All Levels 
e Detailed Boss Strategies 
e Locations of All Secret Artifacts 


e Exploit Lara’s New Moves 
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